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Star Fox Air 


TO BE USED IN CASE OF EMERGENCY 
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My FRIEND 1 3 N'ME ->ND ^ODRESb 


Start a Nintendo Power subscription for my friend 


CALL MON.' SAT. 6 a.m. to 9 P. M. Sundays 6 A.M. TO 7 P M. (FST). VISA AND MASTERCARD ACCEPTED 


D 12 ISSUES FOR $19.95 U.S. ($27.95 CON)* 

$59.40 NEWSSTAND I'RICE— SAVE! $30.45! 

□ 24- ISSUES FOR $36.95 U.S, ($5 1.95 Con)* 
$11 B.aa NEWSSTAND PRICE — SAVE $S1.£35! 

•f«!CCq LISTED INCLUDE ALL APPLICABLE TXXE« PRIDES ARE SUPJECT TD CHANGE 
PLEASE ALLOW A** WEEKR FOR DELIVERY STAR FOX &4 T3H1RT OFFER EXPIRES 1 2/3M91 

AND SEND THEM THE PLAYER'S GUIDE CIRCLED 0ELDWI 


star fdx 


MARIO KART 


SUPER MARIO 

64 


<5-4 


64 

#2BOG 


#2807 

1- 


#2BD8 


And send me a limited Edition Star Fox 64 t-shjrtJ 
(only size available is adult large) 


My name and member number: 

MJR# 

(LOCATED ABOVE YCJUR NAME ON TOUR MAGA 
IE ADDRESS LAN EL. > 
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PAYMENT FOR THJ» MEMBERSHIP MADE BY IDMSCK ONr.) 1 
□ CHECK OR MONEY ORDER □ VISA □ MASTERCARD 

nWAjILCTO .'"'►if STABLE Yf Ufi Pfl'VfVTT'l tHC OMC* FT-** ^CNP C***- 9EM3". - *tLH*L. UP 
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CARDHOLDER*** hieNATURL-—-— ■- 

ENCLOSE THIP ORDER FORM WITH YOU* fAYMFNT OR Cr*£OlT CARO INFORMATION IM A STAMPED ENVE 

LOPE AND MAILTDI 

NINTENDO POWER __ 

S*a. BOX 97043 REOMONC, WA 9 B 073-9743 

cvuigm nca ncnrt «EM£H»ci* m use a*. #nxi»f«AT0W4L 'ostawl stamp 










































































































































































































































































O Get a friend 
to subscribe to 
Nintendo Power 
and you’ll get this 
FREE Limited Edition 
Star Fox 64 T-shirt. 


©Your friend gets 
to choose one of 
three Player’s 
Guides for the 
coolest N64 games! 


Use the mail-in form on the other side of 


this card or call 1-800-255-3700 for fast relief! 






Read Nintendo Power Magazine. 

We*13 %sucb yoii not to TOSS YOUR COOKIES when you’re performing 
gut^Vwe^hwig s stemach*ehuthi rrg cfctnbat maneuvers in the 
^citing new game. Star Fox 64- You’ll get 12 issues packed with all 
' tips and tricks you need for all of your Nintendo games. 

r,v * r . ydur subscription includes our special Bonus Issue, Nintendo 
• Jt1 J racter Collector’s Cards, and Super Power Stamps which you can 
to touy cool Nintendo STUFr in our subscriber-exclusive Super 
n "wer Supplies Catalog!! 

Better order today-then you’ll toe able to handle anything the e 
Emperor Andross THROWS UP AT YOU* Call 1-800-255-3700 to subscribe 
m r just *19 95 a year * 


rn • tdvnf 





RS JAMES BONO, AGENT OO7, YOU MUST STOP THE 
MYSTEAIOUS TEAAOAIST KNOWN AS JANUS FAOM USING 
THE DEADLY GOLDENEYE SATELLITE TO BLACKMAIL THE 

WOALO. WE HAVE A TOP SECAET FILE CAAMMED WITH 

* 

MAPS AND TIPS FOA COMPLETING CVCAY MISSION ON 
EVEAY DIFFICULTY LEVEL. FOA ENGLAND, JAMES. I 




















MULTI RACING 
CHAMPIONSHIP 


Volume 99 August D 997 


We took Ocean's Multi Racing 
Championship for a supremely 
smooth test drive, end now its 
your tam to get behind the wheel 
of the most exciting racing game 
yet for the N64 Shift into high 
geer with eight pages of racing 
strategies and course maps from 
the Nintendo Power pit crew. 
You’ll swear you can feel the 
rumble and throb of 500 horse¬ 
power heaeeth your fingertips! 


ooLoeNere 007 10 

MULTI ARCING CHAMPIONSHIP 30 

STRR FOX 64 42 
T 6 TRISPHCRE 51 
ROOOTRON 64 66 
GRUNSW1CK WTOC 72 
KEN GRIFFEY JR. PRESENTS: MLB 76 

TETRIS PLUS 88 


Eve« if you've woe the fmel battle against 
Andross, the war is not over yet 1 Our top mili¬ 
tary strategists have come up with mission 
plans thet will help.you score hit points and 
gold medals in every stage uf Star Fox 64. Not 
only will you lie a decorated war hero, bat 
yoi'll else enable e hidden extra mode with 
tougher missions end new Vs Mode features. 


MISCHIEF MRKERS PREVIEW 26 
BLRST CORPS COMIC: 58 
EPISODE THREE 


PLRYBfl S PULSE 6 
POWER CHRRTS 8 
SSIF1EO INFORMATION 38 
'BR'S POLL CONTEST 82 
COUNSELORS' CORNER 84 

RRENR 92 
NOW PLRYINO 94 
PRK WRTCH 98 
NEXT ISSUE 106 
ORME LIST 106 


If you’re looking for a fresh challenge, you've 
come to tile right pface Tetrisphere’a 3-0 puz¬ 
zles will tax your physical end mental skills fo 
their limits Our seven-page review will give you 
everything you need to flip, nip and tuck your 
way to Tetrisphare success—but we still eee't 
guarantee thet youwoe't have connipfione 
long the wayl ■ 
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BUM PULi-E 


One issue and counting! In September, well celebrate Or M 
ume of Nintendo Power, and we want to know what you* \ 
our next 100 issues. Send us your idoas-maybe you could' - 
part of NP history by having your letter featured in #10'* 
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In Arena in the 100th issue/1 
think you shouid choose a 
Nintendo "dream team" by 
listmg the names of people 
who have costed some of t(ie 
most extraordinary times add 
scores ever You should have 
a feature on the best C’assrfitd 
Information of all time and 
feature some of the best and 
funniest letters you've pub¬ 
lished in Player's Pulse 

Phil king 
A Via the Internet 

\ 

Here is another idea for the 
100th issue You should have 
a lot more insider Update 

Tom Delaney 
Via the Internet 

Your 100th issue of Nintendo 
Power should have a gold 
cover with silver pages, and 
every consonant should be 
intricately carved in ruby and 
every vowel carved in emer¬ 
ald A 5100,000 bill should be 
tucked in every pngB Now, 
what should the first place 
prize for the Player's Poll 
Contest be? 

/. Caines 
Via the Internet 

How about awarding the 
vmner your secret persona/ 
identification number and 
access to your bank account? 

I have the perfect idea tor the 
100th issue of N-ntendo 
Power Inside should be this 
massive review or all 


More Ideas for Volume 100 

Your 100th issue should 
include the most famous 
games-not just N64 ones 
Put in the NES classics- 
they were .awesome, but 
everyone forgot the magic 
they brought Also, add tips 
for those games, so every¬ 
one can experience the 
precious moments they 
bring 1 think you should 
make all those games for 
the N64 Then, people 
who didn't experience the 
magic could Don't be 
concerned with the future, 
but the past. 

Zeke Kassock 
Via the Internet 


a great joo and have come 
far since the first issue of 
Nintendo Power Much credit 
needs to be given to vou guvs 

and gals at Nintendo Now, 
for the 1 100th issue, you 
should have a section featur¬ 
ing a few of the online NOA 
people like Amy J., Travis W., 
Dan O and Kent! 

Heather Cattles 

Via the Internet 


Here are my suggestions for 
issue 100 Include a free tip 
gu de with every tip from 
Counselors' Corner and 
Classified Information Create 
an Arena challenge for a clas¬ 
sic game (My recommenda¬ 
tion. reach Ganon in The 
Legend of Ze Ida without 
using the sword or ring) And, 
give a list of the highest Tetris 
scores you've eve'r received in 
Arena Since Tetris has proba¬ 
bly been played more than 
any other game, it would be 
nice to know what the highest 
scores are v „ ^ 

Gregory Irgang 
Port Washington, NY 

+ tv 

Well, one more issue My 
brother and I are CRAAAZY 
about the Nintendo 64, and l 
wouid like you to put in every 
code possible for thL 100th 
issue I wonder if you could 
make a contest with a grand 
pnze of an N64, because 1 
know that there are people out 
there who read 

Francis Vinieyn . Calgary, Alberta 


Nintendo games You shou.d 
grade each game and give a 
short little write-up’Codes and 
passwords should fill the mag¬ 
azine That would make the 
perfect issue 1 

Kyle Boyce 
Fulton, NY 


Issue 100 ideas; 

1 Scratch and sniff page 
Helps increase game play 
While playing Super Mano 
64, take a whrff of what 
Mario's feet would smell like 
after that long jog through the 
desert. 

2 Did anyone say stickers'* 

3 Embossed foil stamped 
cover of Metal Mano 

4 Character air fresheners- 
great for car, office and home 

5 Pop-up page Imagine flip¬ 
ping through the mag and 
Mario pops up right in your 
own living room 

6. 3-D glasses-the kind that 
give you a migraine We could 
view Mario mercilessly throw¬ 
ing the baby penguin over a 
chff-all in 3-D. 

7 A section called "How to 
Draw" (snicker)' 

v Tyler Thomson 
Via the Internet 

First, Jet me tell you 1 am very 
excited about the 1 00 th issue 
coming soon (just as other 
NP lovers wait anxiously for 
the 100th issue) You've done 


yp NINTENDO POWER 


Background Art Anthony Franks • Buffalo Grove, Illinois 







the end credits /et you 
know who helped you 
have all that fun Yes, Jol, 
the N64 is a gift from 
above, and the N64 end¬ 
ings are awesome. 

Michael McSorley 
Trenton, OH 

Luke House worth • ifhaca, New York 


Bremn Heptter • Stonewall, Manitoba 


your magazine but don't own 
N64s I know that it's torture 
for them to see how good and 
fun these games look, espeCi? 1 
ly Space Station- Silicon Valley 
I plan on getting it the second 
it comes out. 

Scott Davis 
Via the Internet 


Hey 1 I think that in your 
100 th issue, you should do a 
salute to everyone's favorite 
dinosaur, Yoshi 1 You should 
do a Yoshi comic, Yoshi 
magic eye pictures and tons 
of other Yoshi stuff 111 

/esse Misvner 
Via the Internet 
Whewt Fora second there, 
Jesse , wc thought you were 
talking about Barney! A 
(ft no-sired thanks to every¬ 
one for their spectacular sug¬ 
gestions on our iOOth issue, 
and we hope that you can 
wa/t one more month until 
our super centennial* 


Idea Power 

I have a great idea for 
Nintendo Power magazine 
How about a section high¬ 
lighting gamers who have 
come up wfth their own ideas 
for characters m tournament 
games, like Mortal Kombnt, or 
who have made tip their own 
adventure or RPC concept? 

Cameron Hatley 

Nairobi, Kenya 


The End as We Know It 

In response to |oe Mackie s 
letter in Volume 97 regard¬ 


ing bad endings, I agree 
100% I think you all do a 
great job, but I think you 
could try to make our 
game-pi ay mg hours more 
satisfying by supplying a 
good ending 


If there was no plot, what 
would bt the point ol playing 
the game? f ? Certain plots arc 
(he same thing over and over 
again (Mario, ahem) Mario 
has now basically turned into 
a slightly diflerent version of 




Alex Hernandez • Yum, Arizona 


Les Pock 
Via the Internet 


Joe Mackie is very wrong 
The N64 endings are great 1 
The cake baking in the 
ending of Super Mario 64 
would be a bad ending, if 
that was the entire ending 
but it's not The princess 
talked, and I've never 
heard her talk before, the 
graphics were a great 
showing of what the N64 
can do In Mario Kart 64, 
the shots of the raceways 
were cool, and so was 
Mario talking at the end 
with tht castle m the back¬ 
ground With some of f he 
other endings, like 
Pi lot Wings 64, 
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EOY TOP 5 ! SUPER C1ES TOP .0 : NINTENOO 54 TOP 15 
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Link and Mario hive enjoyed quits a. winning streak on top of the 
Will their food fortune t ik* them Well past Volume 100, or will NintMw>. ,/s 

centennial mark a time of change? It’s all up to you, ofc* sui. to lUAotjfc 

thw Player's i-'oll Card and sending it in to us! 


COMPANY 


USX 

mom 


Mario Kart gets back on Track to zip 
up four spots and reclaim the pole 
position Following in its smoke 
screen.GoldenEyt stealthily snertks 
in at number seven to shake (and not 
stir) up the N64 Power Charts 


1 MARID KART 64 

2 SUPER MARID 64 

3 TURDK: DINOSAUR NUHTER 

4 STAR WARS: 
shadows oeihe empire 

5 BLAST CORPS 

6 STAR fDX 64 

7 GOLDENEYE 

8 DOOM 64 

9 CRUIS'N USA 
ID WAVE RACE 64 


NINTENDO S 
NINTENDO 1 
ACCLAIM 2 

NINTENOD \ 3 

♦ 

■ 

NINTENDO ‘ 4 
NINTENDO 6 
NINTENDO - 
MIDWAY 8 
NINTENDO ■. 7 
NINTENDO i 9 


While Link still holds on to the top 
spot, Mano and the Kong clan domi 
natethe rest of the Super NES Power 
Charts, each with three games to 
their proud nsmes in the top ten 


1 

2 

3 

4 

5 

6 


THE LEGEND DF ZELDA: 

A LINK 10 Wt FAST 

NINTENDO 

• 

■ 

5 T 

66 

SUPER MARIO RPG 

NINTENDO 

3 

16 

DDNKEY KDNG COUNTRY 3: 

Dm HONG'S DOOIll TROUBIE 

NINTENDO 

2 

10 

FINAL FANTASY III 

SDUARE 

S 

32 

CHRDND TRIGGER 

SDUARE 

7 

2S 

DDNKEY KDNG COUNTRY 2: 

BIDDY'S KONG OUIST : 

■ 

NINTENDO 

8 

■ 

' 28 

SUPER MARID KART 

NINTENDO 

4 

S2 

DDNKEY KDNG COUNTRY 

NINTENDO 

6 

34 

SUPER MARIO WORLD 2: 

YOSHrS ISLAND 

NINTENDO 

■ 

22 

SUPER METRDID 

NINTENDO 

9 

40 

■ 

THE LEGEND OF ZELDA: 

LINK'S AWAKENING 

NINTENDO 

1 

S2 

DDNKEY KDNG LAND 2 

NINTENDO 

2 

12 

SUPER MARIO LAND 2: 

6 GOLDEN COINS 

DDNKEY KDNG LAND 

WARID LAND: 

NINTENDO 

— 

= 57 

NINTENDO 

— 

31 

NINTENDO 

— 

36 


1 

2 

3 

4 

5 


SUPER MARIO LAND 3 


fn recent months, Zelda, Tetris end 
Donkey Kong Lend games have 
monopolized the top five, but this 
month, the Super Mario Landgamss 
sooreone last shot at glory before ws 
ring in Volume 100 


7. ZELDA 64 (N64) 

2. NINTENDO 64 DISK DRIVE 

3. STAR FDX 64 (N64) 

4. EARTHBDUND 64 (N64) 

5. YDSNI'S ISLAND 64 (N64) 

6. NINTENDO 64 

7. CLAY EIGNTER 63 / (N64) 

8. MARID KART 64 (N64) 

9. TURDK: 

DINOSAUR HUNTER (N64) 

10. SUPER MARID 64 (N64) 
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LETTERS, CONTINUED 


the Road Runner Playing Super 
Mario 64 is like watching a 
tired episode where Bowser 
(Wyle E Coyote) once again 
tries to capture Peach (the Road 
Runner) What about royal cas¬ 
tle security? Try this at 
Buckingham Palace-dress up as 
a huge turtle, then try to take 
Lady Di from her bedroom Fat 
chance Why isn't Peach 
installing security? Now, if you'll 
excuse rr.e, I think the Road 
Runner is on 

Andrew Hancock 
Saskatoon, Saskatchewan 
Beep I Beep 1 Like an Acme Jet 
Pack-Rollerskate-Missile 
Launcher, the debate on 
whether game endings are stel¬ 
lar or not continues to explode 
Let us know how you feel about 
the endmgs-are they the perfect 
layoff for hours of game play or 
are they a lame letdown? 


Phone Friends 

In Nintendo Power, you have 
made a big deal out of the 
Internet and Game Counselor 
services you provide 
However, I don't believe any 
credit has been given to the 
main Nintendo phone service 
(1-800 255-3700) You can 
call it nearly any time during 
the day for helpful information 
on hooking up a system, trou¬ 
bleshooting, subscriptions and 
other things, and it's toll-free 
When I got Super Mario 64, its 
loud noises sounded vt ry 
buzzy I called up, and, after a 
little wait, a real helpful guy 
helped me out He gave me 
advice and stayed on the Tine 
until I was sure the system and 
game were perfect I believe 
Nintendo has great quality 
assurance, its operators make 
sure of it, and that Nintendo is 
the best 1 

Steven Burrell 

Rochester, NY 


Rumbling Across America 

To celebrate the launch of Star Fox 64, Team Nintendo 
rolled out m a van equipped with loads of N64s and new 
games to preview The van set out on a cross-country road 
trip to introduce the U 5 to the Rumble Pak and Fox 
McCloud's latest mission The van rumbled from Seattle to 
Salt Lake City, Denver, Kansas City, Minneapolis-St Paul, 
Chicago, Columbus, Phi lade phta, and Charlotte before 
finally reaching its destination at E3 in Atlanta Along the 
way, news media and lucky gamers from area Boys' and 
Girls' Clubs got the opportun.ty to try out the game before it 
hit the shdves Dark Rift, Aero Fighters Assault, Hexen, 
Extreme G, and 
San Francisco 
Rush were also 
on hand for 
test drives 

After hitting the 
rond, Team 
Nintendo's Thom 
Leonard concluded, 

"You know it's a 
good video game 
when you forget to 
blink your eyes!" 
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To Err is Human 

Nobody's perfect, and in 
Volume 97 we made a few 
goofs We erroneously men¬ 
tioned on the cover that we 
would be featuring Blast Corps 
strategies inside We got a little 
ahead of ourselves, because the 
Blast Corps expert strategies 
actually appeared in the follow 
mg month's issue In Classified 
Information, the Power Special 


for NBA Hang Time fs a code 
for the Super NES , not the N& i 
On page 71, Mega Man X3 is 
actually covered in the Volume 
88 edition of Counselors' 
Comer, rather than in Volume 
96 Finally, in our Clay Fighter 
63 / review, we displayed the 
wrong screen shots for 
Boogerman's Hop Attack 
(♦ 4 -hP) Hen 's how it 
should really look 



WRITE AWAY RIGHT AWAY! 

Can you feel the excitement? We can hardly wart to unleash 
Volume 100 on you next month. If you’re as excited as we are, let 
some ot that anxiety out and write us-ifs your last chance to 
sound off before the landmark event powers up! 

NINTEN00 POWER PLAYER’S PULSE 
P.0. BOX 97033 
RE0M0N0. WA 98073-9733 
E-mail: noapulse@nlntendo.com 


PHONE DIRECTORY 

4 UlNTENOO 

f ° 0 WER 

CRIPTIOtff* 
EM SET-^r 
3 REPAIR 
3-255-3700 

(1-800-422-4281 TOD) 

6 UJi-S Pacific tiiflr 
Montfay-Seturday 
5:»jn 7 fro Sunday 
Frt ih- and Spamsh-sptaking 
n ps ontativtsara avail ibis. 

TALK TO 
A 6 AM I 
COUNSELOR 

1-90(^288-0707 

U S $T5Q)*er minute 

1-900-451-4400 

Canada $2,00 permmato 

(1-425-883-9714 TDD) 

6a.m4pin Pacific time, 

Monday Saturday 
6Hjn-7pm Sunday 
Callers ander aga 10 nand to obtain 
parental permission to toll 

power Line 

1-425-885-7529 

Prerecorded Game Tips 
and Future Product 
, Information 

Naws about recant releases and upcoming 
games fur all Nintendo systems 
Call for help on Star Fox 64, Hexen, War 
Gods, Super Mono 64, Blast Corps, luck 
Dinosaur Huntei, Doom 64, Killer lm-f«Mt 
Gold, St« Ware Shadows of thatn^.i* 
PilntWings 64 and Mortal Komfaat Tr" |y fni 
tha Nintendo 64 There* also faalptui #nr 
Supei Mano game for the Super NES «nd 
NES, Donkey Kong Landfoi thofiagmli#, 
any Zefda game Donkey Khng $eurt' r 1 \ 
and 3, Harvest Moon, Lost Viking* t 
Earth Bound, Illusion of Gaia, Uifnll.lyir 
Matroid, Secret vt Evermnia.ChfWf larger 
Fmal Fantasy III, Sapor Mono RPQ, of 
Fire I and II, Killer Instinct, Street Fightar 
Alpha 2, Mortal Kbmbat II, Mortal Kamlnt 3 
and Ultimate Kombot 3. This call may he long 
distance, so lie sure to get panmssum firm 
whocvei poys tha phona bill before you ceil 

NINTENDO 

POWER 

SOURCE 

w ww.nintendo .com 

E-mail: nintendo@nintendo.com 
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This month Nintendo and Rare present GoiderjEye, a Rumble-Pak enhanced\/ 
movie based, 3-D action thrilierjh^fwill redefifiethetfuaMy gamers expect / 
from first-person perspective games. Plug in four Rumble Pafc and crank 
up the soundtrack—the tactile feedback from!your controller vmteave you x 
shaken, and GoldenEye 's breathtaking suspense will have you stirred.. - 


TtuTDltrf’WawsjiA^ but new foes are seizing control of 
the former Soviet tJnior?s~weapOny-^f maffjj gsfructi on. 
One such device is the GoldenEye Satellite Ja space 
weapon capabl^ of delivering a devastating electro¬ 
magnetic pulse hver a battlefield or city. Noy a mysteri¬ 
ous underworld figure has stolen the computerized 
control cards for the GoldenEye Satellite,'' and it's up to 
tones Bond, British Secret Agent GOJ/fo end the global 
cHsk But before Bond can makejhdworld safe for future 
generaftora jik must sdv &thg^nysteries of his past, begin¬ 
ning with thjTuntimely demise of his friend and equal, 
Alec Trevelyan, British Secret Agent 00b. 




QasercstfG GijfeffgiteGv aiu 


GOLDENEYE 007 


! CAMERA'S ROLLING.S.ACTION OOP 


From exerting, action-packed dnematicVseqoCnces to Montyj 
Norman's famous fames Bond themejnlisrc, GoidenEye has all 
Ihe elements to makeWou fceUike you're tKe leading man in ^ 
major motion picturcXWe animation sequences also serve/a 
double purposer-tfiese Scenes contain vital eldes that will assist 
you in meeting your mission objectives. 


SUAVE 


ICATE 


Being a secret at*ent means youfre in the intelligence business—you're 
Required to use an equal measure pfb rains with Vour brawn. Many 
mission objectives involve breakfiig into computer systems or locating 
.*nd identifying allies tbat^con assist you in your cyuse, which mirrors 
the high tech intrigue found throughout the movie. 


Bond. It appears thst we ai8 cellmates 


Mishkin: Geneial Ourumov is oui traitor 


Most first-person 


but GoldanEye chal- 

langas players to use thaii brains 

with thair biawn. 

stealth missions in whidrtney 

muat locata aJIias oLhtfckinto 

computar systejirflf you neutral 

iza an imacanfbystaariar ar __ 


daatroy tha wrong computfl 
your imssioawill be a fail me 


















TO0I S OF THE tf» ADE 007 s 


GoidanEyCyis packed with guns and gadgeWy. While many first-person games focus 
on creating carnage, fhedevelopers at Rdre added lots of cleaver devices, and play¬ 
ers are rewarrf&dfor chposing the appropriate too! for a given situation. There's usu¬ 
ally more than oiw>vay_tojcon»ptete a mission, and if players use their brains, thev 
might find easy ways out of their predicaments. 


Covert modem installed 


Espionage in the Information Age 
haa changed significantly since 
the days cl Dr No While 007 
still carries his micro spy cam¬ 
era, most of his new equipment 
includes covert modems, door 
decoders, automatic homb 
defusers and high speed date 
copying devicaa 


Bonds arsenal is filled with volatile 
explosives ranging tram greeades 
and plastic explosives to three ver¬ 
sions of specialized mines Alf mines 
have adhesive bases that attach to 
almost any kmd of surface you‘11 find 
__ lathe game. Remote mines 
I are activated Jiy a detonator 
-JsM you carry on your watch, but 
timed mines have a five 
] aacond fuse, so you must 
-V 1 plent them and run for savor. 
.« ] Proximity mines explode 

r -1 when tkey seese motion— 
rnmemher where you place 
-—-J them so yoa don't stumble 
■ J into your own trap. 


MUDGUN3 


Piatols are easy to coaceal, meh- 
mg them the primary weapons for 
most missions Some handguns 
can be fitted with sifencers and 
are ideal for covert assignments. 
Other pistols have tremendous 
power end are capable of filing 
through doors and thia harriers. 


9TOMATIC WEAPONS 


ECIAL WEAPONS 


The game features a massive 
arsenal of aatomatic weapons 
with vanoua rapid ratea of fire. 
While these weapons are effec¬ 
tive for holding large groups of 
eaemies at bey, most automatics 
will recoil sfightly, throwing off 
your aim us yau fire repeatedly. 


Q has a couple of fancy 
weapons yoe can easily con¬ 
ceal, hhe your handy Watch 
Laser. There are ether spe¬ 
cial weapons hidden in 
crates and alcoves through¬ 
out the game If you're 
resourceful, you'll find that 
these devices have multiple 
applications 


all The details 


BRANCH 


Each assigrr>nnt rn tha Mrssio # - Game 
begins with tht review of six or seven.» f 
m a dossier * Hfed with confidential 'f or- 
motion from '••lb. Tha first fife always ' i - 
lines your asst *Mnent's primary objectiv ■. 
You cannot ctfKinue to the Iffld 
until v *■ i r.mfAtAt: ute primary objective 
uid a A out of the scemrio alive. The oth» r 
files, contain brief summaries of the shM- 
tfon uid notes from your mtetings or con¬ 
versations with Wf, Q ind Moneypenrp. 


The number of objectives an 
e mission increases when 
you pick a higher dif licufty 
level The most common 
(tractive is to minimize civil¬ 
ian casualties, 


(I always hes a tip or two on 
how to use his gadgets m the 
field. You'll receive special 
tools to use on certain mis¬ 
sions. Try to return them m one 
piaca. 


M will bnaf you on yotr mis¬ 
sion and give yon detailed 
background information out 
lining tha key objectives nec 
assery for fulfilling your 
assignment 
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GOLDENEYE 007 


ieir difficulty levels harder by progressively weakening your cher- 
.hattonging levels have increased assignments. For example, in 
ion, beginning agents must complete one objective. 00 Agents 
X, must sneak arouh^dnd execute five times as many 
^assignments befot< they're allowed to move on to the 
[ j; next assignment. \ 


Tin 


Players can select frora eight imilttpl^yert 
scenarios including a competitive shooHiutr - 
f fee-for-ell and variations of two-on-twtj, 
tjiree-on-onc end two-on-wia teem play Thera 
are also special matches such as You 0 1y Live 
Twice, where players have only two liv*s, The 
Man with the Golden Gun. where the pKyer 
with the Golden Gan can defeat enemies with 
b single shot, Licensed to Kill, where every hit 
i$ fatal, and The Living Daylights, where the 
winner is the player who carries the flag 


Players initially can chooee to assume 

i s of eight different personalities 
ira the GoldenEye raovic in e raulti- 
lytr contest, hat you It find raore 
sracters eayou finish the variate 
ficelty levels in the Mission Mode, 
ere ere a total of fosr additional hid* 
n characters, so depending on how 
tar you progress in your missions, you 
could choose from a dozen different 
characters. 


Ii5 

OHMSS 


CO A nl Jarr is icn. 
Miss. >n 

f Firt iv: D« t 

PRIMARY CI^CTIVES, 


THREE LEVELS OF THT 'LLS 007~ 

GoldenEye has three difficulty leypk^Acent, Secret Agenj and 00 Agent. While most 


AGENT SECRET AGENT 00 AGENT 


you can shoot it out with up to three c/ther players in GoldenEye's 
Multiplayer Mod^, just like Bond and £caramanga did in The Man 
with the Golden punTMrdttplayer Ma<!e has a varied assortment of 
arenas and characters featured in Gol^enEy^ahd“other 4107 rt)oy res. 
You'll find additional hidden agents jand arenas as you complete 
4>oldenF.ye's Mission Mode at different difficulty levels. / 


Irfen Eye's i. 
T^e Man 
rtnientof 


When you tirst start playing GoldenEye, you can choose between 
nme different multiplayer arenas, but as yoa progress through the 
levels m the Mission Game, you'll eventually eem access to two 
apecial areas, Including a secret arena yos won't find antri you 
complete ell at the raiesions as e 00 Agent The mazes in eech multi¬ 
player arena vary in complexity, bat victory often depends on how 
familiar you are with your environment 


Sol-'ct OimcU’ 

S«locl Chjr»ct«» 

L ft i 

Ntuiyj 

Stfoci Character 

y iLi' 

TreveJysn 

SnVirt ChaticV*' 

XorSi 














































AGENT OBJECTIVES 

SECRET 
AGENT ■ 


AGEN 


00 AGENT 


ARKANGFJ 


MISSION 


ISSION 1 : ARKANGELSK 


After tha bungee jump, 007 scrambles inside a small vant 
connected to the Arkangafsk FAeility, The chamical 
weapons factory is teeming with scientists and military / 
personnel, ari^l tha re's 3 double hiding in one of the 
labs. Bond must get the door decoder from tho spy so he/ 
can linlcutf with his trusted ally, \gent 00to / 


BRANCH 


BRANCH 


We need to knew the ahippmg contacts 
far the chemical weappns supply, se I 
wanty ute attach thi^ cevertmedem 
dr the cable next to the facility's satel¬ 
lite dish. The modem automatically 
activates when yau attach its adhesive 
base near the computer monitor. We'll 
get a copy ef everything they transmit, 
including the terrorist group lecati jns. 


I’m giving you five remora 
mines to esa an tha tan 
chemical waapons star* 
age tanhs. Those minus 
h jvr adhesive hoses and I j 
activate as soon as they 1 ro 
attached eny surfaca Your 
watch is tha detanetcr. 

Attach all five mines so they faca another tenh 
before yoo datonata tha charges. 


BARREL O 


GAIN ENTRY TO 
LABORATORY AREA 

Three computer rooms - 

centrof remote access . 
doors coraiacted to the 
Laboratory All of the cam- 
putar rooms are geoided, 
and itfc important to neu* 
traliza the sentrias with¬ 
out doing collateral dam¬ 
age to tha i 

door controls. a k uvtymJ 


GUARD 

TOWER 


? Directly beneath the facifi- 
* tyis satellite ish Is an all- 
wvKtluir computer m iltor 
this is the uplink c impute* 
that transmits order inf il¬ 
lation to and f» imflm 
chemical weapons f cfoiy. 
Activity your Covert 
Modern and ittach d 
rear the monitor 


■*Veloigor^hks|four 
darmsteti ml The tiriri 
one is bend£tQ ; 3ha satel 
litc dish and «fa other 
stations arc ijhifitdafr 
Use the sniper rifle tr 


taka out theguan&f£ir 
each ilarm. a* 


^ BUNGEE JUm| j| 

NThe bengaa jump off tha plat¬ 
form at Byefomorye Dem is 
automatic on all tnrea agent 
modas Step off the platform 
after you've cumplatcd your 
objactivea and watdHbe 
cmem-rtic saquance showing 
Bond making the70ihfcatlaap 
off the dam. \ 


3ACXJ 




This is die mast ilangiirous part 
if tb» mission. Infiltrate thr dim 
throuyh one at tha iljrae tower 
hesements and work your way 
along the corridor to the opera 
tions canter Some of thecrates 
in the hallway contain explosives 
so try taking out the guards from 
a distance by dastroying tha 
boxes The cantar's mainframe 
computar has the > *. 
data files. 


Off-site data backup initiate it 


<| OutuiD <\r Thrt# 
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Gommmooj 


fiOVTUNG 

ROOM 


RENDEZVOUS fyn| 

Your fellow agsnt, Alec Trevelyan, 
is waiting for you inside the cfient 
ic<il weapons hottfmg room Talk 
to Alec until tha game tells you ' 
thet your mission objective is * « 
accomplished. their quickly place 
the remote cherges,on , a 
tha storage tanks 


Trovefyarc GW yoiLCflrid 


START 


LING ROOM TANKS 


You have five remote mines to use on 
tan atorega tenks The only way to 
complete the job is to place the 
charges on eachtanh so they face an 
arijocant tank. Once you plant e mine, 
there's no way to remove it,;$o do the 
job right the fnst time. A ,% j. 


CONTACT DOUBLE AGENT 


Dr.Doeh is wandering 
randomly about the labs in 
the facility. He'll recognize 
ypu and will give you e door 
decoder when you make 
contact. YouTI use the 
decoder an the aeelad door 
leading to the * * y 
cNmical waepons S V| 
battling room. I\i / 


Dl Dock. You'll Ated 1hT< dtCO*W-ter 
open the boultog rown dr»or. 
Good luck. 00/ 


dVFIND THE PLANE'S 

IGNITION KEY * & 

The plane'a ignition key rs in the shach on the left side 
of the loading doch. Use a grenade or two to neutralize 
the security force guarding the office, then snatch the 

a on the desk arm aprmt to the tank parked on the 
_ t aide of the ronway. 


MISSION 1: ARKANGELSK 


Bond ha/a plane to catcfi. Of course, f^iere 
are the/small matters of attending to the 
-~»e«dte£ troops, neutralising the heavy run¬ 
way defenses and Stealing- thtLonly aircraft 

t i i ■ i ■! r " M 


DESTROY THE HEAVY GUNS 




There art three heavy guns m the bunkers sur¬ 
rounding the runway You can usu gronadas, 
remote mines or the tank's main gun to wipe out 
these hardened defenses If you decide to driiro 
the tanh. remember that tha turret gan can 
rotate snd diapatch any thmeta run- <? 
ning up behind you. 1 ■ /' 


No fancy gadget can eyer 
top improvisation. 007 
Good thing you spent 

ihat weak in Heavy 

Armor Tactical 'framing 

Comp—show us what you learand by manning 

that tanh and wiping out the runway defenses 


START 


ELIMINATE MISSILE 
BATTERY 


IN PLANE 


You re clear for take off if 
you have tha plane ignition 
key and you've alanianted 
tha haavy weapons Stand 
hahimt the planefe left door 
and tecs toward tha prop, 
then open the door Enemy 
troops will destroy the 
pfane if you 1 *# ui 4 
procrastinate. V Y 


Thia silantmiaaHe hettery 
won't swing into action antil 
you teke to the skies and 
then it wilt he too Iota to 
^destroy it Grenedes, remote 
mines ortenh shells 
frwill knock this ft 

weapon out I 

of commission. * ” 










Ai Sent objectives 

fjjk SECRET 1 
00 AGENT 


AGEN 


? *^SRW2: SEVEPNAYA 


POWER DOWN THE 
COMMUNICATIONS DISH 


ComrmricwtoMs d*h swwett* 


While it's fun to ploy cot end mouse with the Siberian 
Specie I Forces Units guarding the complex, sooner or leter 
these elite troops ere going to figure out whet they're up 
eyeirtst end call for assistance Moke tracks for the satel- 
fite drsh end power down the communications computer 
The computer does have 0 euxiliery system, sc , , , 
make sure you turn it off instead of blowing it up V V 


This is rrstandord issue sniper rifle 
with silencer, 007 I don't know your 
controller configuration, hut you can 
press the Aim button to look through 
the scope. There's en added fea¬ 
ture—press the top Look button on 

S our controller to zoom the cross 
mrshionyour target. 


A Siberien Special 

Forces office r in a 

warming hut neer [Iff 

the dish has a IP 11/ 1 

large key. This key I f I 

unlocks the door 

to the hut yaa 

passed whanyoa 

started the 

Severnaya assign- 

ment Take the key L “ 11 ™ 

from the officer, 

grali the grenade launcher, 

end return to the locked hut to 

get thesefe key. 


GUARD 

TOWER 


STEAL THE BUILDING PLANS 


Next to fne old j 

observatory ere two ~ 

huts surrounded by 

0 chain link fence. Search the huts and use the 
key on the safe. Inside the safe are the plans for 
the space weapons center By this time the 
Siberian Special Forces Units are closing m on 
jv# Use tha grenade launcher end the sniper 
rifle to crash their morele 


VENffmTIO 

TOW|5fh 


m m all 

jEliRITYDE 


MISSION 2^SEV 


There ere four security cameras in the 

bunker. Disable the two sentries next to 

the ventilation chamber or they'll sound 

the elerm and end your misaion in a matter 

of seconds The c t 

base has an elite 

security force * * _ 

that will termi- 

nate Intruders t* 

spotted by the l 

cameras. f •'Ww.i. 


While the space weapons control center is still under construction* N 
tticCoktenEye_satellitL* tracking/computers e re fully operational. Bond 
must copy the computerfites^rW geLthe inforrnatiori back to London. - 

\ Ki. 


BRANCH 


fVufr(»m/n*r 


Since you re more proficient at cracking neeos 
than passwords, I've created this handy DetaMfi 1 
for overriding computer seew«y5ystenKrwl you 
have to do is plug it into the mepnframe computer 










N 3: KIRGHIZS 7 *' N 


lAUNCHSm 


Seven ye?rs eft* r f h* Arkan* # Si m •* * •, the Soviet Union is begmni* g 
tj» crumb*. Mf6 ' * itemed that th* test firings at ths Kirghiz# *n 
I iunr** may be oufsrda the control of fh* for mar Soviet powr rs. 

^ nd must<' py th# mi- - T* launch data ad destroy tha silo. 


BRANCH 


t u re yoing to use staede * w« t * explosives oe 
tins mission, ol‘ chep. Piece the^cttarqes jnslde 
the f ueff rooms Those are the square chambers 
with tha scientists end tha computers 


PLANT BOMBS 
IN FUEL ROOMS 


PHOTOGRAPH SATELLITE 


<JeUmat*ont 


This GoldenEye sntel 
lita won't he getting 
oft die ground Snap; 
picture of it for the 
folks beck it the 
London Office, the# 
spntt for the exit ff 
You*re not ploying in 
00 Mode, you'll find 
Body Armor resting 
on top of o crate 
behind the satellite. 


T|»ere ere explosives 
already sat in tha silo, but 
additional plastic charges 
will ohhtarete ell traces of 
the GoldenEye Setellita 
assembfy program Place 
the explosives on the 
walls inside the square & 
rooms containing com* R 
putera. 


RETRIEVER 

CIRCUITRY*' 


Tha re ore four setellite circuit boards m the fuel 
rooms. You'll find two in the first room, then one 
board it each of tha next two rooms. The chembet 
holding the GoldeaEye setellite does not have e 
circuit board ff you treet the sciential* 
humetely, they*If surrender their.keys. 


COPY GOLDENEYE KEY AND 
LEAVE ORIGINAL 


Q geve you a fancy hrietcase 
with e Key Analyzer inside it 
This device is eepeble of 
copying ail formats of afec- 
tronic keys usad throughout 
the world Moke b copy of 
the GoldenEye Key with the 
Key Analyzer, then return the 
original so General Ourumov 
won't get wise 
and ra-code the & ft ft 
computer's securr II II 
ty system. 1 ' 9 * 


OovMtodfoe Uata- 


Boris i$ willing to nctivate themfmfrsm# 
but he'fl set off the base alerm systeir m 
exchange. You have e fistful of secondslo 
use the Dote Thief ot tha mainframe 
hafbrn fending off the seen tty gjmrdi 
that will cherga through tha rioan Vbu 
can flee whet the gome tells yoifthat >» 
the information is downloaded /\ 


GET PERSONNEL TO 
ACTIVATE COMPUTER 


If a picture is worth e thousand 
words, o photograph pf the 
GoldenEye Setellite tracking screen 
ie certemly worth a hillion bytes of 
Affirmation Yopll sew yourself a 
ton of troubled yousnape picture of 
this screen betfore copying the 
GoldeaEye Key or persu&d- ^ „ 

ing.Borfe tone ti vat»the U V 

mainfrumWK*^^ AAA 


There's e techie named Baris wandering 
eround the control center. If you don't 
score him, you might he eble to persueda 
Boris to activate the mam!rame so you 
cea download the tracking data But be 
cereful—this weesel might hove e trick 
or two in hie pocket protector. & 


GOLDENEYE 007 




TOO 


OBTAIN TELEMETRIC DATA 


The GoldenEye telemetric 
dota is on a DAT tape. You'll 
fmd the cassette it e scien¬ 
tist's pocket whare 
researchers ere working oa e 
rocket nose cone ff you 
haven't disrupted the room, 
Ijia sciaotisV' will be 
standing just to the 
right of the entrance. 


,r »ni 


.OAD DATAJ^OJU COMPUTER 


VOLUME 99 


NINTENDO 64 




AGENT OBJECTIVES 

AGENT 'l5f?™ E r T 


GENT 


00 AGENT 


MISfPN A MO^TE CARLO 


The hostage rescue is tha trickiest pan 
of your mission, especially when you're 
trying to sava tha captive guarded by 
three terrorists on the bridge lb suc¬ 
cessfully complete your assignment, you 
must rescue five of tha six crew mem¬ 
bers on the Irigetfl. The terrorists will 
execote their hostages the moment they 
see you. Use your silencer and try to 
exterminate each threat with e single 
shot ^ 


It's now die present A demonktration of^ 
turned intpfe hostage situation.abtactfli Fret 
must rwm-dy the situation by fj*H5?rtK the hp? 
bombs planted on the shipJHSr idge*and enfej 




START 


DISARM BRIDGE AND 
ENGINE ROOM BOMBS 


START END 


The bomb defuser will automatically 
thsarm a bomb when you stand directly 
in Iront of the explosive The terrorists 
on tha bridge ana inside the engine room 
will detonate the bombs if you engage 
them ioe prolonged lirelighl UseaDSK 
equipped with e silencer to neutralize 
the sentries before you r, ^ 
attempt to disarm a bomb. 


ENGINE 
. ROOM 


J 5: SEVERNAYA 


HUT 


BortrWsback in Severnaya four y cm after his first visit Construction on 
tl/e GoldeftEyc base is complete^id the elite security forcW now carry 
a thermal imager^system that/an pinpoint intruders. Bon^ must hurry 
ti> complete his assign j 


GUARD 


BRANCH 


YoulMiaw to neutralize a Spctznatz sagpon halicopter 
waitiimnext to tha hunkw. this magnetic explosive 
should ou the foh It's a standard mine modified with a 
In n-sa corned r lay f uee/Throw the mine at the helicopter 
and ran beyohd the rally a of tha blast tad ius s 


COM M DISH 


DISRUPT ALL SURVEILLANCE 
EQUIPMENT ; 


Your last visit to Severnaya prompted base security to 
install four surveillance camaras You'll find thrae ol 
them attached to the warming huts. Thfe fourth camera 
is above the stairway inside the Cnunpunications Dish 
building. The hardest part nf this assignment is it 
locating and destroying the cameras bafora they ¥ 
spat you. /\ 


TOWER 









GOLDENEYE 007 


MISSION 5: SEVERNAW 


PLANtSIffifVCKING 
DEineE ON HELICOPTER 


Hh^ helicopter 
Wont tdka off 
t) m the La 
r ytfti whil 
ypu'iw aboard, so 
ypu can place the 
trackinn device at 
ffty time iuriijg 
Mur assignment 
R'member that 1 
you can throw the 
device front a iis- 
tance, $e you in't need to stand next to the heli 
copter and risk exposure to potential crossfir-*. 
Since this i&n easy objective tocomplete, ^ 

sa t/^ y|)||r »**lf tmuhfa |)y planting th; V 

device before rescuing the hostages. A 


cxerbua successfully r 1 * 11 ** 


on risking capture pays off. 
! infiltr ate j he^ fmnkfcMHri-007 
die survivor of tpc raid on 
s can't confirm this until he 
unity and staff Ikjfc and escapes 


Bond's £ 
Not only 


Severnaya. Jame 
compares the qis 
with the survivor. 


Wi>nuit VWw «r« yotf onywuy? 


If you're not in eome comer of the world 
ruining government prop arty, you're surren¬ 
dering it (o the opposition. Honestly 007,1 
don't hnow what to say other then try using 
your watch to break out of there. 


MI6 will be 
the laughieg ftW 
stock ol the 
intemetion- [• 

H communi- I^Jg&Mgrw <e 

cuit telcvi- ^ 
Sion tape documenting your capture 
dots out. The tape is oo the table in 
tiie room text to the 
ventilation shaft ft if i 


COMPARE STAFF/ 
CASUALTY LIST 


DISABLE SECURITY CAMERAS 


Severnayas crach secu¬ 
rity forces will make 
your mission teerly 
impossible to accom¬ 
plish if you're spotted by 
any of their seven secu¬ 
rity cameras Blest the 
cameras before security 
has e chance to see you. 


The staff list is m a menile envelope ca a table. A 
guard in the storage room has the cesuelty list. 
You'll need hoth documents to verify that Natalya 
is the person yotfre lookieg for ^ a 


/jv RECOVER GOLD|N^fE 

Vy ops mAN y^a, SvX 

The GoldenEye Operations Manual is 
locked in a safe with your gun. One o; M 
(he guards near the ventilation shaft U 

is carrying the safe key MI6 needs, f 
the manual to reconfigure the* jlI 

satellites navigational system ft IBv 


Natalya will follow you through the hunker, hut she 
deese't have any combat training Try to ha ap her 
behind you at all times. The guards won't .* , • j 
try to shoot herunless she blocks their line ,7 
ofsight A) 


BREAK BUNKER 
COMMUNICATIONS L 


The Siberian Spaciul Forces 
units ore snapping at your 
heels. The last thing you heed 
is enemy reinforcements arriv¬ 
ing hy air Attach your timad 
mum to the helicopter and dive 
for refuge in the nearest snow¬ 
drift. You might get lucky end 
catch your pursuers ^ ^ 

in the btejst u J 


You've completer! this 
Assignment hefore, bute 

S uard in a nearby hut now 
as the key to the commu- 
iticetions room. Demolish •, 
tpe computer so security 
can't reactivate A r 
the system. V 


Uon4 placed pn Hound Mi-4 


VJ WW la wiwj. 


Hauftit MI-4 ftstroyotf. 


to Sovcrnaye. powa 


If you've met all your mission objectives, open the door 
and enter the Severnaya Bunher. Ganural Ourumov is 
expecting you, but allowing yourself to lie captured is 
the only wey you cae gather more information and per¬ 
suade Natalya Simonova to jom your causo. « i* 


NINTENDO 64 







4 6t ST PETERSBURG 


MISSI 


QVjt ;ddng device on tht v ter ha* been destroyed. 

’Notfonly has the helicopt ? «*ished, but Natalya S»' • nova has 

^ ***& 1 tlu *- ,r ' ■& Mm mm • •• t 

invfation to meet a m* ^- # ious underworld weapon dealer 
nanr • Janus. Perhaps 0.07 hi find rtew leads in the * /ebidding, 
dark aze of St Peter ’ *r r •••onume* graveyard. 


I Janus Put the gun <*way 

UV tA tV 


B^NCH 


It’S insulting to think I haven't 
anticipated your every move 


No gizmos for this miSL*-iu>ld 
Yeell have to rely on your marksmanship 
end savvy. I understand that those 
Ressian arms dealers ere toting around 
the latest in automatic shotguns. While 
the gun design is nothing new, we'd Ilka 
to have one in our collection hare at Q 
Branch If yon come across ona, tin try 
to bring it back in one piece. 


CONTACT VALENTIN 


M has arranged a met ting for Bond with 
Valantin Zukovsky, a former KGB agent, 
inside an abamlened cargo container in 
Statue Park Valentin has been in contact 
with Janus andhe'lf give yue directions to the 
rendezvous point Tiara are two cargo con- 
tamars in the perk—one is silver end the 
other is covered with rusi. Valmitm is waiting 
for you inside the open doo^nf the a u* 
rusted shipping crate. 


Vlriwtin. Now 1 must leave - *iw guards 
are out in f«ee *n>l I fear ihey 
may irtstsfce rm for 3 spy! 


START 


LOCATE HELICOPTER 


Valentin tells yuu to meet Janus 
beneath the statue of lenn in the 
comer of tha park, but he doesn't 
tell you about the arms dealer's 
extreme paranom It you approach 
the status with your weapon 
drawn, Jajiiis will call off the 
maatmg. also order Ns men/ 
to fire if jfchi attempt to walk 
toward him wfula ha's talking 
about the helicopter. «,,*.*} I 


Whila you were waiting in the shadow of 
Lenin's statue, Janus landed fhe stealth hen¬ 
ce pter back at the gates where you entered lha 
park You have the dilficult task af fightoig your 
way back across Statue Park, disarming the 
ticking time bomb uisida the hofi- ul 0 . 

copter end saving Natalya. HI IK 


TrcvoTy.rr Mir. M-G 'hmo 
fioro ihs ti&»d 


lying unenn* 

PMaaW 

stealth h‘li 
copter 

Apparently ^ m 

her captors ■ • 

assumed that the bomb's blast radius would 
angulf hor before she regained her senses, 
so they didn't hof her tying har up Thare's no 
timolaft to defase tha bomb Besides, you 
loft tha homb dofeser aboard the runabout 
in Monte Carle and Janus probably booby 
trooped the timing mechanism. At least the 
helicopter's flight recorder will sarviue the 
blest. All you con do is woke ^ l*. |L 

Natelya up and onlnr har to V 
follow you a sofa distance A/\/\ 
from tha explosion 


FLIGHT RECORDER 


The blast fronr tha expfosion showers com- 
posite airqraft parts all over Statue Perk, 
making it o toegh task to find the yellow 
flight recorder box among tha maftrtfhtbcfcs 
and statues Since tha blast couldo't havo 
carried n too far, yoe won't ul p ^ 
hove to explore the entire 
park ogam AAA 


HoHcopiO' dasuoyrrt 





MISSION 6-VlfpETERSBURG 


\rrested by Kussian Dtjfiime Minister Mishkin, Bortd and 
Natalya ye now led to the imerro^ition roomsafwp inside 
# he Military Archives. Mishkin \ould like tf/oe \Ifeve 007% 
•tory, bujt Ourumov h is framed Bb^d apd'nJatalya, ruining 
•neir credibility. Escape is the only in ots of avoiding the gen¬ 
eral's de^th sentence. Bond must Qrfd Nailya and get out of 
•he Military Archives b^foreyOuromov V n round up - 


I^BRANCW 


BASEMENT- 


Guwd So 1/’ Bond, what do you know 
about the theft of pje * - ? 

Golfjennyrt? 


MAIN FLOOR 


ATTIC 


MIshkfo: Do you mud lta> tM&Ck box 
from ihft siolp« haIico<M*n? 


Natitlya ii. [ 

being faetdin a __ _ %\ 

separate . 

interrogetiim --— 

room on the second floor of the Archives build 
mg. Her captors will execute her if you hesitate 
and bungle the surprise Take out the guerd a 
standing directly behind her first. 


Iter you find 
efense Minister 
Itshkm, Natalya 
dll mention 
omething atom 


chives through 
a library Win- 


Captured again? K jnastly, 007,1 dan't 
know how you manage u yet yaursalf 
int these predicaments. If y*u can't 
bring me baefca Russian shotgun, at 
least try te rift-aver the halicopter flight 
recorder box. We might ha able i usi 
the Informatitftfe reconstruct the air¬ 
craft’s flight th 


i ESCAPE FROM 
-H4- INTERROGATION 


CRATES 


Vbur trusty sidennn is on the 
table la front of you Its too 
had that the ammo clip is lying 
oa the floor on the opposite 
side of the tehle If you move 
fast, you might be able to neu- 
trahze the two interrogotors 
m the room without 
taking a hit 6 £ 


FIND NATALYA 
















6: ST. PETER5BUR 


/ Natalya has beer) grabbed and forced bite a waiting 
car by Gunural\ Ourumov outHfriu thu military 
archives. Bond has\no chaie^Tjut to steal the)nearest 
available whiclesynt pursue the General. The! narrow 
streets of§i^Petersburg are packed with pedestrians 
^ an^tfutomobiles. borrowing a neerby tank, 
3^6ond must cautiously give chase at the highest speed 
,Dossibl& \ / 


BRANCH 


Thare's no tint U give you 
gadgets here, hut this situs- 
ti n reminds me at that 
stary you tali' me about the 
Arkangelsk Runway episo la 
nine years ago. Of course, 
that was tack in the days of 
the Cali W?r when wt hai 
money to send you «ff to ell 

these special facilities, like - 

the Heavy Armer Tactical Training Cam 
Can you still drive a task, 017? 


AUTOMOBILE 


MINES 


Caught in the center «f the 
efiaes, the citizens of St. 
Petersburg hive abandoned 
their vehicles in the middle ef 
the streets. You'll take dam¬ 
age if ydii run'oyeMhe cJfrs, 
so drive around thenar clipr 
thef* with the t iafc £ y. 

qun-. ft n 


BEGIN 


General Ourunevher , 
entici ati 1 your purs* '*? 
Tmd oi lered his moffto 
set up minefields an aS- 
eral th irqughfares. At 
least the IrcL is won't 
have tim to conceal th ii 
mines. Remove the 
obstacles with several 
'shells from i« « *•’ 
your tank gun I 


Th~ local citizens irefn 
p inic. The last time thar 
Was this much gunfire in 
St*» jtersaur r ; wis dur¬ 


ing the Second W iri'S ; 

War. While some civil- i 

nns are running blindly 
downthomildlrofth* A 

’4 streV* you must. >Vrnl A ^ . 

hittVtfraro at al«‘r M ~ 

You'll have to give y hi injur 

more than ten .dsstrbne. 


At most roadhloeks 
you'll u (mounter guards 
with small arms, hut iirj 
other aruas of the city 
you'll tiud troops 
equipped with anti-tank 
guts Use your assault 
rifle to neutralizu these 
threats before they place 
you in their 

cruss heirs. & ft 


Wintlrr I stw the car, he's tiWng the 
gnrl to a d*usid military dtpo' 
not fir from hire. 


T VALENTIN 


Valwitia is standing inside e htnlding up a 
twisting alley tear the .Military Archives. The 
extra trip might secmliku a westu of time, 
but if you talk to'bim hell delay Geeeral 
Ourumov ami hoy you six pracious minutes. 
This is e worthwhile effort whea you consid¬ 
er that you start the stage with half £ 
that amount of time. 1C 




AGENT OBJECTIVES 
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00 AGENT 
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MISSION W ST. PETERSBURG 


Hot on Otirumov'* Bond chases thegeneral into a dilapidated military 
fail depott Valentin mentioned that this/area was Janus's headquarter. The 
pTaSriri|ra%vlli^jvith heavily armed troops. 007 can dean up the stealth 
helicopter fiasco ifheltealsJhtrmm from the crime syndi¬ 

cate. but first he needs to find Ourumov and save ftafatyar— —J 


Yo> 4fin ■»rw '|ih us j 
confmiin^ an illegal *nms 
ciche jus! inside.a walled 
courtyard. There afr^lhr* 
heavilyinned santii*? 
guarding th* W. ap ins. 
You can dispatch th tt»* 
tries neat i time in a 
firefi jht or take aim at 
one of the cratas lying n 
the flo jr. The resulting 
wepfosisn will wipe .. 
out the entire 
arms cache fl 


BRANCH 


Valentin lust sent us aqin formative faxJ007 
Apparently Janus has ebcijnputer networh contain' 
mg files of stolen schemeti&swjfMIB's pest tools 
end weapons. If you demolish th^yfHJlcat^maiD^ J 
f r ernes, we won t heve to worry about copies of jur 
equipment falling into terrorist hands 


d|Stw y 

^/}PU?5 


On the opposite side I'ths walled c .urtyard you'll find a ware¬ 
house fillet with computers. The network is protected by an 
automated ,un. Duck behind the matal cratas and use the r jcket 
launchar that you found in the cache to nsutrafizs th* gun. 
Destroy the m int rames ami tho projection screen j • j 
ta complete year objective. 


/±\ OBTAIN THE 
Vp - SAFE KEY 

The safe key is lying on the left-hand 
table in front of the protection 
screen. If you've already trashed the 
room, it mey be difficult to see the 
key among die debris Use the key to 
recover the helicopter blueprints. 


f 5R BLUEPRINTS 


Thu helicopter blueprinto ere 
locked inside a safe on the dfepal 
building's second floor. If you've 
picked up the key in the compute 
room, you won't nave eny^jprobler 
eliminating the two sentries and 
grabbing the pie ns. If ytni've 
accomplished theothdr 
objectives, you can board 
Janus's trem waiting A 
next to the building. 


LOCATE TREVELYAN'S TRAIN 


*he train won't depert from the station with* 
* ut you. It's perked outside the depot, the 
•nJy two-story building in the etege. You must 
to up and beck down the depot office stairs 
o reach the train ft you're hevmg prohlems 
getting eboerd, try leaning agemst the yellow 
and black caution stripes on the 
sliding doors. ^ [•. £ 






SBURG 


DISABLE THE 


Ouruipov is holding Natalya at gunpoint-at the front of Xrevelyun's per¬ 
sonal/train. Bond must work his/way through utt of the ravages, disable 
ttre^rain'sLbrakes and eliminate the General. The Janus setairity force Is 
on full alert, so tlms(5grwiltituui_explosive firefight. 


(BRANCH 


Trevelyan's urmored train 
is equipped with e failsafe ^ 
hr eke system Asafuty 
feature ou the tram will 

aufnmutically stop the train if the brakes malfunction. 
You cuu creutu e malfunetiou by blasting the brake units 
in each ear. 


Considering yo * r«c ird for lenm cap¬ 
tured, 007, I've u social/-unction 
to your watch. It’s a h*^ j ew ck*, c*m- 
puct lusur that’s cupabiu </1 
thruugh stainless steel Be su to give 
it a shot during yuur uext jail -eak. 


RESCUE NATALYA 


Natalya is being held at gun¬ 
point by General Qurumov in 
thu fiuul car of the train. 
Trevelyan will challenge you 
to ehoose your target—will 
ynu save the girl ur eliminate 
Aluc 7 You have a split second 
to taku out the GeneruL 


Trevelyan That's close e nought 


While you've suved Nutulya, 
Itevelyan has you trappud iuside 
the train. Ynu have 300 charges 
m your watch laser uud SB sec¬ 
onds to blast away metal plates 
welded to thu escape hatch on 
the floor. Use the*» ss hairs to 
aim yviur lasur. 


Nataly K I'm coming, J *m«! 


US BASE AQiq 
PASSWORD J 


LOCA T CHE 
CRACklORSl 


Nslaiya Boris is still backing up bis fifes 
I can find out where they're 


Natalya will activate tha twin computer and track down (ho 
Janus Base and Baris while you're shooting at the floor Your fob 
is tu protect her hy sllrtunetf* - the soldi** waitr for 
both of you right outsidu t ■* 


AGENT OBJECTIVES 


00 AGENT 





T ISSUE: 100 BEST 

AMBUSHES! 


The fun is far fronrov^Fvvhgp you complete Golden Eye's Mission 

Game, even on 00 AgetfjrJ^veh Do 

you have what it takes to j 

other players in arena combat? You t ^JHV' W 

will after you learn about the 100 best J f 

ambush locations in all of ColdenEye's 

multiplayer art nas. Ne\; month's issuv j^Hr 

will list the best hiding spots you'll 

need to know about m order to remain I . y c*p»« 

the agent with the Golden Gun K3B - ^taeSa&j / /. 


GOLDENEYE 007 


4ISSION 


lec Tparclyan knows That it's only a matter of time before 
jntftracks him to Cuba/vsu he orders his rtien to set up traps 
roughout the jungle. Somewhere in ttfe steamy darkness 
inia Onatopp has a sinister^urprise Waiting for-007. 


MISSION 7: CUBA 


ou were wortde. tyll 

■to r 


If Bond can gel Nataly^ to the Goldentye GonkoiiCenter^ she 
may be able to reprogram the satellite so it will bdm up in the 
earth's atmosphere. The real trick/ will be keeping her alive 
while she's breaking into the computer network. 


cVily^ n has/ one? las. 

chance to / manually 
realign the/ satellited 
antenn i a^id order 

c'-*'* a«Fx c /to attack 
London, Wit ~*><fnd -is 
wai rng for him 
ne^ the G? idle. 
Wb will win the 
fin-41 eonfror 4 ^ - 


o r j|3 t)*v* joined 
t : htrt vcyhad.^^ 
tW'fean pus®»$ 


fc/^er Agent 006 
cT d Agent 007? 


.Tf] 


V I 


Ma r ^ • *T M I 



L L 





























Here comes trouble! Mischief Makers, developed 
by Enix for Nintendo, is making a name for itself 
by being an import that 9 s 
uncharacteristic of 
most N64 games—it’s 
1m y side-scrolling, pre- 

rendered (with very 
Py few polygons) manga 
action, plus it stars a 
female hero! 


i 

Jm 
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THE TROUBLE 
WITH CLANGER 


The game's mischief begins when “ " ^ 

Professor Theo and his robotic personal assistant, MarirH 
Liteyears, visit the p'aret Clancer Marina is a spunky, 
green-haired spitfire invented by the brilliant Professor, 
and she valiantly strives to protect her creator Cautiously, 
Manna makes him wait in their space ship until she scouts 
the planet and deems it safe tor him 

Clancef is hardly a safe planet The world is inhabited by 
spooks known as dancers, who are divided into two oppos 
mg factions Some dancers have been persuaded to serve'jhe 
power-hungry Evil Empire in its quest to rule the universe T» 
other faction consists of fnendly dancers who meek- 
fVM-v ly eke out an existence i n the hopes that their ruler, 
l_ 1 King Aster, will return and lead them in 

—a revolt against the dark forces 

However, Marina has her own 
problems 1o wory about. WhiU 

b dkJL she is out scouting, the Evil 

E nojrc storms * 'to her space ship 
and kidnaps the Professor Marina, 
an Uita-lntergalactic Cybo-r 
C, is just the fa to who can 
, f ^ ( \ rescue hr master and 

i'V difeat tie Evil Empire 

^ Now, with a common 

/ X _W fc em my, Mann ti c . ffie 

friendly Clancers team 
up Throughout her quest; various Glances aid Manna by giv¬ 
ing her tips, fighting alongside her, or helping her past the 
planet's many obstacles 

Ominously observing Marina's odyssey is the 
Monolith, an enigmatic slab of circuitry that may be s. M 
the guiding force behind the Evil Empire Marina's rab- ) ✓ 
ble-roustng may be able to topple the dark kingdom, so </ 
the Monolith summons the three Justice Warriors to 
oppose the Cybot Each Justice Warrior can serve up an frig 
unhealthy share of trouble, and when all three unite, C 
they merge to form the far more troublesome ^ 
Beastector The elusive gold gems hidden A 

throughout dancer will help you _ 1 ' 

past some of these 
dangers, and if you \i 
discover a!! o- them, I 
you'. tarn the spe- L ' .S' ^ * 

L VH cnl ending P?"^* 


MISCHIEF IN THE 
MAKING 


if 3 D polygons are making you motion sick, then the pre¬ 
rendered sprites that Mischief Makers hurls at you will be 
a breath of fresh air While most of Emx's games have 
been RPGs and adventures (Wonder Project J2, Ogre 
Battle and Robotrek), Mischief Makers will sneak over 
from Japan as a traditional action game £ 

As In adventure games, the hero 
(Manna) gets to converse and interact 
with a wonderland of eccentric charac- 
tens However, these conversations don't IWnBj 
add an adventure or RPG clement to \ a 

Mischief Makers-the text d'a- ^ 'sj 
logues «xist only to eveal 
tht story or strati gy As 
the gad jally 

imtolds, a few poly 
gons do pop up (and f 
out in 3-D) to intermingle 

with the rendered backgrounds While some polygons 
k act as merely window dressing to add depth to the 
\ detailed scenery, other polygons break out n the 
\ form of gigantic 3-D enemies or surfaces 
ii^ A So what exactly was Emx up to developing 
Mischief Makers as a heavily pre-rendered s de- 
scroller on the N64 ? Graphically, polygons 
\ wouldn't do justice to the game's Japanese am me 
jl and intricate landscapes Moreover, with the N64's 
/ capabilities, the spare and efficient use of polygons 
sprinkled among the pre-rendered graphics puts a new 
spin on the tried-nnd-truc, side-scrolling tormat to create 
more depth (and trouble) for Mischief Makers 





















MEET THE 
MISCHIEVOUS 


Clancer is up to its ears in mischief makers 

There are plenty more rascals than we can 

possibly show you, but here's a brief sam- 

pi mg of some of the troublemakers Marin? 

journey 

nj MARINA LITEYEARS 

PaJPJ An all-new heroine zooms into the gaming 
world in the form of the rodcet-powercd 
- jSI ro ^ ot ' Marlna The Clancers and her Inven- 
tor are depending on her to save them from 
the Fvil Empire 


Clancer is a curious plan- 
d Clanblocks populate the planet . , , 

t jump or grab on to them in order to e * ^at is brimming wit i 

iss the colorful and spritcly world blocks and balls The 
ghoul-faced objects float throughout most of the planet's land 
scape. By grabbing or stepping onto them, Marina can further 
traverse through the Oz like carnival town of Neptor, the 
cowboy ghost towns of the desert, the fiery caverns of the 
underworld, or the slippery ski slopes of the chilling winter- 
land Mischief Makers has five areas containing anywhere 
from 10 to 14 levels, and each level greatly differs from the 
next At times. Manna may be sparring with a giant frog, mole, 
or snake Other 

trouble spots -~ ~ 

get kidnapped 

as soon as Let the games begin 1 Thu action vsnes widely 
Marina rescues from stage to st^ga In the Athletic Festival, 

, ' , Manna must compete in a tracked fie Id 

him, and in one com p e tition to winTlieo'sfreedom 
level, she must 

compete in the track and field events of the Athletic Festival to 
win her creator's freedom Mischief Makers continually 
makes sneaky and unpredictable turns, and the Athletic 
Festival abruptly twists the game into a racing competition 
Three foot races, an obstacle course and a long jump event 
stand between Mann? and Professor Theo's release Whether 
It has you capturing ghosts or playing dodgcball against a 

entd), Mischief 
71 Makers definitely 


PROFESSOR THEO 

He may be a brilliant scientist, but he 
doesn't know much about keeping out of 
trouble Time after Marina's creator is 
kidnapped by the ruthless Evil Empire 


TERAN 

Many of the Clancers have special powers to 
help Manna through her quest Teran, ? 
descendent of the Blockman clan, can 
stonewall and bulldoze enemies with his 
rock-solid fighting 


KING ASTER 

Fearfully hiding somewhere beneath the 
surface of Clancer, King Aster is the 
monarch who may be able to rally the 
Clancers against the Evil Empire 


THE MONOLITH 

Not only does the strange slab manipulate 
the renegade Justice Warriors and some of 
the Clancers, but the mysterious Monolith 
may be the force behind the Evil Empire 


■ LUNAR 

9 The first of the three Justice Warriors that 
51 hound Marina is the wolfish Lunar 
I His two partners are even 
y more fierce, and when , 

H all three merge 
together, they form the 
almighty Beastector. 


















IT’S NOT A FLAT 
WORLD AFTER ALL 


GRAB, 
SHAKE ’N 
THROW 


That Mischief Makers registers low on the poly- f 
gon scale isn't to say that the game is strictly W . 
2-dimensional True, Manna's movements are 
restricted lo sideways actions that are confined 
within a plant parallel to the television screen 
However, for Marina to travel through the side-scrolling 
plane, she must navigate past 3-D polygon adversities 
Much of Manna's journey entails hopping from block to 
block That's easier said than done, because some 
polygonal blocks alternate 
between weeding into the , 
background a.r* extend ng 
rTo tic foreground If your 
dep'ti pet i option *$n' <at its Bp' 1 

keenest you may misealeu 

late Mama's jump and | 1 

lnur< 1 1 her onto a >lnrk tint .fSwEjSg 

hasn't extende d far 
WA enough to supoort 

W Other mischievous poly- m 

gons populate Clancer in Mannacan jump sideways only, so to res 
. x ci- a3-Dpolygonpfntform f snclm9vetowc 

^ the form of flrebnhs or font to extend from the background to 

b boulders that shoot out where she stands m the foreground 
K from the background Enemies, such as the reptile gargan- 
S\ tuan Migcn ir are also polygon-based Outfitted in 3 D, 
“Migen Jr cr*n extend his clawing fists at Manna, hut she can 
grab his hands only if he's reaching far enough into the fore¬ 
ground It may not seem fair that Marina can dodge only 
sideways, while her fiery foe can move sideways, backward and 
forward but then, heroes are made, not born (or invented) 


Professor Theo didn't 
invent the Ultra- 
Intergalactic Cybot G as a 
fighting machine, but, 
nonetheless, resourceful 


[Vforina has a strangp love for nding on the backs of 
Marina can wage quite a missiles 'They're not toys' Theo scolds, but 
war Mama has two iron Manna loves to make trouble 

fists that can grab, shake and throw just about anything in 
sight If her hot mitts intercept a fireball, laser, boulder or 
throwing star, she may be able to 
chuck it back at her foe or 
crush it into a power up H 

Her fists of fury are also ^B 

quite mighty Marina can HBI 
heave enemies who ire sev \3WTj; ‘ 

era I times larger than her ^^^^d 


an e^irly level, as Manna, you 
get to control a transformed 
Teran while 
riding his newly- 

no ; tenons wmL 
phy^K.Ui p v-.v- 
•.'< k W*i 

can n’so hitch a : 
ride on the i Ir ~ r " 
backs of springy 

Clancers, mi> ^ 
dodgebali-play- 

ing cat 1 Even l ook out, Bowser, here come 
, Marina is stuck fighting in sids 

ricycle racing ra bid reptile is able to retreat 
somehow figures or charge into the foreground 

into Mischief ^“■ 

Makers, making 

the game quits-an \ 

unusual ndc Bfr 


BACK TO BASICS 
AND BEYOND 


The side-scrolling format was once the basis for most video 
games, and Mischief Makeis evolves it to the next generation of 

3-D elements But Mischief Makers 


gaming by peppenng 
doesn't stop there Nothing is very conventional about this game, 
from its humorous style of fighting, hodgepodge of tasks and 
objectives (one level dares to p’t you in a mathematics show 
down 1 ) to its ventable circus sideshow of anime oddballs Jf you're 
looking for trouble, cooi your jets and sit tight until fall-Nintendo 
will release Mischief Makers as a tricky treat this October. 


*amwm 
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■ w* . ET ►- 

Ocean rolls out FT1RC for 
racin' that's multi-euerything: multiple courses, 
detours, uieather and driuing conditions, plus 
on- or off-road hot-rodding with customizable 
cars. Hop in and we'll steer you to the 

winner's circle as fllRC multiplies 



f f ■ f w f f v » z Z z Z • 
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You'll get b lat of mileage out of MRC s multi-playability. 
Two players can raca head-to-head in cars and cross 
country courses that can be customized to make a 
multitude of difference every time you play! 


Buckle up, 'cause you're in for a bumpy ride when you fire up Ocean of 
Amcnca's MRC with your Rumble Pak You'll feel the rev of your engine 
and every bump in die road when you motor away in any of the ten mean 
speedsters (including two secret vehicles) While Multi Racing 
Championship offers just a trio of courses, each track contains an elabo¬ 
rate network of multi-challenging roads that branch into smooth streets or 
rugged off-road terrain For even more challenge, compete against 

a friend in the two-player Vs Race, set 
land speed records in the Time Trial, or 
race for access to the secret vehicles 
;n the Match Race 


exhilaration by 64! 
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MULTI RACING CHAMPIONSHIP 



To get behind the whiel of the sleak blue VH110R, 
you'll hsve to smoke it in the Match Races. Practice 
first by cruising in the ynll w Kinnroadar—its easy 
handling makes it the perfect ride for rookie racers. 


MRC starts out with a selection of eight vehicles, and you'll get the keys to 
the bonus ninth and tenth cars if you defeat them in the Match Races The 
two bonus cars are the fastest of the pack one is the hot rod Dcus (clock¬ 
ing in around 230 km/h), and the other is the sleek VH11 OR (streaking by 
at around 260 km/h) Since MRCs roads and detours 
alternate between rugged off-road mg and 
smooth on-roadmg, you'll want to test-drive 
each vehicle (varying from four-, front- and 
rear-wheel drive) to sample how it handles 
the ever changing road conditions Some 
cars are built for shredding up the streets, 
some for off road trailblazmg, and others are 
fairly balanced for 
both situations 


Each car varies in traction, braking, suspension, steering, power and aerodynamics Each 
unique feature also has its advantages, and MRC lets you soup up any o f your car's attrib¬ 
utes to your liking Sleek street cars are prone to wiping out on unpaved roadways, so you 
might want to add off-road tires to them Depending on how much of a road warrior you 
are, you may want to adjust your braking or steering sensitivity If you ike springing for the 
off-road detours, tweak your vehicle's suspension By tuning up your gears, you can max¬ 
imize either your top speed or rate of acceleration 
The angle of your spoiler can also affect your speed 
by making your ride more aerodynamic tf creating 
the ultimate vehicle gets your heart racing, take your 
car into the garage and try retooling it into a dream 
machine that will be the nightmare for other racers 



WEATHER INFORMATION 
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You're never far from a fork in the road in MRC As you speed through any of the three 
courses, you'll have to make split-second decisions about which path to tackle 
Determining which mean street to take in 
order to cut your competition off at the pass is 
just one of your worries Capricious weather 
will damper your driving, but, fortunately, you 
can check the forecast, for each nr£3 of a 
course. If you’re \ beginner, start with tho.eas 
rer Seaside Course dr intermediate'.Mountain 
Course. If you're speed demon, try the 
marathon Downtown Course ’•And when 
you're UP for a new challenge, throw yoursefr 
ar#6ther racers for. a loop, by Josmg roads to. 

Customize wur own racetrack 
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MRCs physics strike with stunning realism as snow, grass and 
standing water spin racers out of control The racing slicks of 
street cars will get little traction off-road, while the nubby tires 
of oft-roaders will slip on smooth streets To win, you'': have to 
stick to the shorter off-road paths, and pavement pilots wil! just 
have to roll with it 




Every fork in the road branches into a rough 
off-road path and a smoother (but no less hec¬ 
tic) paved path MRC enables you to shut 
down roads so you can race with some or no 
detours at all Every course variation will have 
its own best time, so experiment with road 
closures to open up new possibilities in Time 
Trial Mode 




Once you've mastered driving all ten vehicles and navigating the 
hairpin turns of all three courses, take your set of wheels into the 
garage for a twisted tunc-up Grease monkeys will go bananas for 
MRCs Machine Setting option that allows drivers to totally trick 
out their cars Further test your skills and drive yourself crazy by 
replacing your tires with 100% on road traction Minimize drag 
and increase your aerodynamics by removing your spoiler Shift 
gears to max out your speed, 
then switch to a manual trans¬ 
mission Try customizing the 
Ocean pickup in this manner 
Unleash your demon-on-wheels 
at the Mountain Course and sec 
how well you can place while 
fishtailing and doing donuts 
throughout the track 
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To really put yuur driving skills tc the test, install 
slippery bald tires, remove your spoiler, thee head out 
for some crezy sliding «d driving You may be le the 
driver’s seat, but you'll hardly be iecontrol 
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® tfoaifl Gift; The* skits art 
much clearer after yaster- 
dayfe storm. .1 ;ads arj dry, 
■ except for tho off-road 
rout* which still has seme 
puddle*. 

Road Two There's a ^ossf- 

S if some light drizzle. 

e coastal road, ocaan 
breezes m rpraymg mist 
making visibility hazy. 


On-da? 

OH R ad 


Your crash course to conquenng 
this coastal cruise starts at Point 
A Aim for the grassy shoulder, 
then pull a hard right at Point B 
Stay on the grass and to the left 
of the cones to enter the tunnel 



Grass that can spin your car out borders the road 
outside the tunnel exit at Point C, so jam your 
wheel to the right to stay on track and in 


steering 

control In the next tunnel, race in the inside lane, 

then hang a sharp right at Point D If you hug the 

inside close enough, you 

won't swing out into k 

tunnel wall ■EEaMfer 


Cut your time by rumbling through the off-road detour At Point 
E, gradually turn right then pull out wide to avoid the slippery 
puddles Stay centered in the lane as you approach Point F, and 
zip to the right o* the first set of cones At the next turn, c'osely 
skim by the second set of cones 




As you'enter Tunnel G, ding to the-right as you swing 
around the bend. Once you spot the other end of the 
tunnel, swerve to the left side of the'open mg-you’l be 
lined up to take on most of the S-curve with little jnaneu 
V 0 r irrg Once you pass the two red fight arroyv signs at 
Point H bank a hard'dght, ihen straighten out when you 
pass the BB^rm&rge sign • - | 5 * 


Scurves snake through jut MRQ's courses. If you enter 
same at the right angle, you should he able to drive 
straight through Avoid zig-zagging through fhe S-curve 
at /oint H jy exitir j th* tunnel from the left 
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Track Information 


While hot air balloons leisurely (loat above, you're 
down below running yourse'f ragged racing 
through the Mountain Make things easier on your¬ 
self by cutting the comer at Point A As soon as you 
spot the left turn sign, zip to the left of the barriers 
and across the lawn 


Wintry conditions blanket the mountain pass The road is bare, but the 
shoulders are slick with fresh powder Avoid slipping up by staying on 
the pavement when you careen around Point B At Point C, plow 
through the snow and swing by the cones to cut the corner 




Point D is one of the course's gentler curves, so try to 
enjoy it To he ip you savor the moment as you grad¬ 
ually turn left, sneak a peek at the floating bal oons 
and cascading waterfalls 


One of the tricks for navigating i 
these willy-nilly turns is to pull H 
out wide ther cut close to the H 
inside of the curve. At Point E, ]H 
zip through the turn by swing- 
ing out toward the left bank 
Straighten out, then head for El 
the right shoulder so you can take on 
the gradual left turn of F A sharper 
feft turn will jab you at Point G, so 
ride in close to the grassy left 
shoulder, then quickly make a tight 
left turn 


Raid DnefWsather will % 
■ tbe tamest at the f •■thills, 


W hut tha sunny skits may 

S become overcast anti even 
bring rain. 

Road Two; Turn cautiously 

a because roads are covered 
with camp net snow. 

Raid Three Storm clouli 
'‘re rolling in, so yeu may 
aacaunttr rain shawers. 

_B Routt Three; The steles' 
are deceptively clear 
“P and sunny, btcaust a 
chance of rain showtrs 
is in the forecast. 

■ nwit F jur More rain may 
m m ae in store. The sully past 
J the eff-r iad bridge at Print 

_hie ill., trill m 


G has already collected a 
lot *f rain. 
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MULTI RACING CHAMPIONSHIP 





[Hmti I G turns sharply to tffe left- so hug the 
dfttfaH andyo^r around the bend as soon as 
toll c. i Vhe tunnt I $ exit wdibpdstyou 0V6r 
feftie standing water, so 
vheels before you catdi _u-y a»V. After land* 
ng, head for.Aelftarp right turn at Point H 


/ASlTlIN 


The turn at Point A bends at almost a right angle, so you'll have to 
pull out wide to successfully barrel through it Approach the curve 
from the right lane, then, as soon as the road curves, slam your car 
hard to the left Quickly straighten out to navigate Tunnel B, and 
cxrt near the left wall 


Buckle and bundle up for some arctic ad veri¬ 
ty 1 To compensate for the slick snow, turn 
widely so you'll have plenty of room to slide 
Stay to the left at Point C, then speed to the 
inside lane at Point D Sharply turn right and 
keep your wheels turned until you breeze by 
all three barriers 


Watch out for the deer! You can't hit it, but 
you'll want to follow it The deer will head 
to the entrance of Point E, so make a sharp 
left to enter the marshy area Once you 
cross the bridge leading to Point F, keep the 
fence in view and cut left across to the 
checkpoint 
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((Track Information! 


Sinuous sir? Pts tingle up t'f 

marathon roller-coaster course 

of Downtown Point A is a hair- VtS 

pin turn, so keep your steering msa^m %-p=^ 

wheel slammed to the right until *_ „ ' 

you spot the tunnel and left turn 

warning Before you can catch your breath, pull out of it and 
make a quick left turn at Point B 


Make a beeline through Point C by 
cutting the corner at the left shoul¬ 
der Let the cones guide you while 
you grind the grassy area into 
compost. The drastically sharp 
right turn at Point D c.an also ,D 
grind you up—into a pulp (and 
to a halt)—if you sideswipe the ■ 
guardrail, so you might want to P 
tap your brakes g 


Downtown is not only the 
longest run, but it's the most 
confusing and chaotic It's 
easy to lose track of the 
road at Point E because the 
nearby off-road track and 
tram tunnel look like poten¬ 
tial detours beckoning you 
Stay on course by gradually 
pulling to the left. At Point F, 
quickly zigzag right then 
left. In general/ you'’ want 
to try to stay m close to any 

At the final 


The right hairpin turn at the end of the 
cobblestone bndge begins with a sligl 
drop, so be sure your car is aimed 
in the right direction before flying 
through Point H When you reenter 
the city at Point 1, avoid over | 
steering m the narrow streets |'1& 


orange cones 

turn of the Point P S-anvt, 

♦ 

swing out yvftle into the 
cones At Point C, swerve 
right, and if you just’clip the 
cones, you should be able 
to.clear the comer * 


Road One: Visibility may 
•come hazy as the sun 
that to poke thr ugh the 
thickening canopy of 
ejouds. 

rioail Twr The cloud 
c jver gets heavier, possi- 
bly brirt ;in, s imt ram 

lUarf Three: F g nnd rain 
may be davaloping near 
the on-road mountainside 
track that takes you 
beneath the waterfall. 

noirte Four: Mostly sunny 
skies prevail, hut the eff- 
read sfiirtcut at P lint G is 
still very slick and wet 
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MULTI RACING CHAMPIONSHIP 
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You'll be skidding out of control a lot more on the off¬ 
road route, but you'll also make up a lot of time, so try 
roughing it to win the gold The first stretch of off road 
action socks it to you with a quick right left-right Roll 
with the punches by steering hard to the right as soon 
as you enter Point A The next turn is a much 
wider left curve, so gradual ly veer to get around 
it Once you see the right turn warning, sharply 
spin out to the right to clear Point B 



In the tunnel, gradually turn 
nght when you hear, I ^ 
"Sharp right turn " WM 

Once text ;re | H 

BHD changes at Point C, 

tighten up your steer 
ing, because the turn 
will become more severe Tunnel 
D veers left, so head toward the left wall to 
make it around the bend When you exit, 
drive parallel to the red and white 
guardrail to position yourself for 
F W\ Route Three 


m Tunnel F is probably the easiest of the 
I off-road routes to navigate The road 
gently turns to the right, and if you've 
rolled through this far, clearing it should 
be a Sunday drive 


Point G is a secret shortcut that doesn't appear on the 
game's map To.enter it, drive through the opening by the 
One Way sign The shortcut leads you through a water¬ 
fall, so be ready to slip and slide in the water Just past the 
shortcut is the tunnel where Point l marks the easily- 
missed off-rdad rout*, find it by swerving right when you 
pass the terf and white arrows . 


Tin ir 
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Greg'e mode 

Type in GRGCHN on tho Enter 
Cheat screen for © combina¬ 
tion of the All Weopons, 
Unlimited Ammo. Big Heads 
and Show Credits cheats 


Wi\ TO ITT 
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Turok: Oino Cheata 

Dinosours are hot stuff these days, and Turok: Dinosaur 
Hunter for the N64 is no exception. Turok fans are still lick¬ 
ing their chops over the feast of steamy jungle action that 
Acclaim has served up, so we're coming back to the table 
with onother plotter brimming over with bloody good 
cheats. Type in the following passwords using the Enter 
Cheet option end then use the Cheat Menu option to turn 
the cheot effects on and off. Remember diet some cheats 
moy or moy not work together. 


Show Enemies 

This code shows you neerhy 
enemies when the mop func¬ 
tion is turned on Enter 
NSTHMNDNT as your cheet 
password. 


Quack mode 

This cede lowers the resolu¬ 
tion ot the graphics and makes 
“hit boxes' 1 appeer when you 
hettle on enemy, type in 
CLLTNTNMTN as your cheat 
password. 


Robin's Cheat 

This hendy code combines the 
Invincibility. All Weepone, 
Unlimited Ammo, Big Needs 
end Credits cheats. Input 
RBNSMTH on the Enter Cheet 
screen. 


imw m 

IQ \\W K5H 1 

to mm 


The Big Cheat 

When it's time for you to give 
those reptors the big peybeck 
enter NTHGTHDGDCRTDTRK 
es your cheat password This 
cheot includes two stage 
selects, Invincibility, All 
Weopons and much more 1 


Dana's Coda 

Date's Code gtves you very 
smell enemies Type ui DNCHN 
on the Enter Cheet screen. 
Despite fheir smell size, your 
opponents will be |ust es 
deedly es they were before! 


more To Come? 

Most of the Turok cheats cen 
be found by booting the game 
on different difficulty levels. 
Are there ony more? Only time 
and your dino-huntmg skills 
will tell! 


Rdd Color 

To spruce up the decor with 
some cool color schemes, 
input LLTHCLRSFTHRNB on the 
Enter Cheat screen My, my. 
why don't we try the paisley, 
instead? 
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Gro*ti Exor or Random Bod 

To play as Grox, go to the Character Select screen and press 
Down, Right, Left, Left, Up, Down, Right, Up, Left and Left 
on the Control Pad. Do not move the cursor and start your 
game as usual. Before the match begins, your fighter will 
change into Grox. To play as Exor, follow the same* general 
procedure, but press Left, Down, Down, Right, Left,' Up, 
Left, Up, Right and Down instead. To randomly select a god, 
hold Up on the Control Pad and press Start. 


Cruie ff n Codes 

We printed these codes in our Members Only Special back 
in Volume 92, but we've received enough requests for them 
to warrant another lap around the track. 

If you're already the King or Queen of the Road, maybe 
what you need is a new vehicle to master. On the Car Select 
screen, press and hold the left, top and bottom C Buttons. 
While holding these buttons, use the Control Stick to scroll 
through the cars. Three of the default sports cars will be 
replaced by an ATV, a School Bus and a Police Car. 

If that's not enough, here's a way to select three courses 
not normally available as individual races. On the Race Select 
screen, highlight US 101 and hold the L, the left C and the 
bottom C Buttons to make Golden Gate Park appear. Press 
Start to begin the race. To access Indiana, highlight Beverly 
Hills and hold the L, the top C and the right C Buttons. To 
make San Francisco appear, highlight the Grand Canyon and 
hold the L, the right C and the bottom C Buttons. . 

To help you stay on top of the standings, you can equip 
the most powerful version of a car with a Nitrous Boost sys| 
tem. First achieve the fastest time on a track. Enter your ini" 
tials and scroll to the bottom of the scoreboard. Push the 
Control Stick to the left until a head appears. Now select any 
fully powered-up car and start a race. For every Checkpoint 
you pass through, you'll collect one boost. To activate a 
boost, press Brake, Brake, Brake, Gas, Brake, and Gas. 

To activate the flashing lights trick, achieve a Hot Time on 
any course and enter your initials. Scroll to the bottom of the 
scoreboard and press Left on the Control Stick until a head 
appears. Now select either the School Bus or the Police Car 
and start a race. Press Brake, Brake and then hold Gas to 
make the lights flash. Let off the Gas to make them stop. 


If the coda is entered correct 
ly, ymffl haar a voica say, ‘All 
toaeasy" 


Will Grox and Exor remain 
supreme, or will another god 
usurp tham? 


I Taunt In Vour General Direction! 

The Doom development team was a pretty irreverent bunch, 
to say the least. If you want to be on the receiving end of 
their verbal barbs, just leave your controller alone for a lit¬ 
tle while after you lose a life. After 30 seconds or so, you'll 
see some pretty biting messages pop up! 


Hey, pal, no passing when the 
lights are flashmgl 


Oh yeah* Well, vanquish this 1 . Which ona woald you like 

today* How about the big yel 
low number 7 


Darft press any huttans after 
you lose a life. 
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Stage Select and 20 Continues 

Everybody's favorite little devil is back, courtesy of Majeseo. 
To activate the Stage Select, go to the Options screen and 
press A, Y, A, Y, X, Y, B, A, R Button and L Button. The Level 
option will then appear. Highlight the option and press Left 
and Right to adjust the starting stage number. For 20 
Continues, press Y, X, B, X, A, X, L Button, R Button, B, A, Y, 
A, X and A on the Options screen. You'll receive a message 
if the code is entered correctly. 


F onorh Code 

Here's a juicy little code for Vic Total's 3-D tourney fighter for 
the N64. To play as Sonork, press the L Button, the R Button, 
top C, bottom C, left C and right C on the Tide screen. If the 
code is entered correctly, you'll hear a tone. Now go to the 
Character Select screen to see Sonork added to the lineup. 
This code is usually found by completing the game on the 
Hard difficulty level. If it doesn't work after several tries, turn 
your control deck off and on before trying again. 


Bjsfle 


As Taz might say, “Rar-ragh 
agg-a^-gahr-rrbbD-thbbht!" 


Both codes are entered on the 
Options screen 


Enter the coda on the Title 
screen and listen for a tone 


Stage Select 

Here's another blockbuster Disney movie that became a 
blockbuster game for the Super NES. To activate the Stage 
Select, go to the Options screen and press the L Button, the 
R Button, Start, Select, X, Y, A and B quickly on Controller IK. 
Now use Controller I to exit the Options screen and return 
to the Title screen. With Controller I, hold the L and R 
Buttons and use the Control Pad to choose a starting stage. 


Hakune 01 at at a! 

This is just one of several classic Super NES games that are 
being rereleased by Majeseo under license from their origi¬ 
nal publishers, and they all certainly deserve a hit of atten¬ 
tion from us here at Classified Info. To access a secret 
Options screen, go to the normal Options screen and press 
B, A, R Button, R Button and Y. The secret Options include 
invulnerability and stage select functions. 


You can skip right to the end 
and save the kingdom! 


One yoiTve chosen e stage 
press Start to begin. 


The Invulerabiltty option is 
especially handy. , 


Once the code is entered, the 
decret Options will appear. 
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Iflega man Fireball 

The Blue Bomber has been given one more lease on his 
robotic life with the rerclease of Mega Man X by Majcsco. 
under license from Capcom. This trick is time consuming, 
but it allows Mega Mart to throw a potent fireball, like Ryu 
and Ken do in the Street Fighter series. To make this trick 
work, you must first collect all the Heart Tanks (8), Sub 
Tanks (4), Special Weapons (8) and Power-Ups (4) m tbe 
game. Passwords will not save the Fireball power, so if you 
want to have this special attack in your arsenal, you'll have 
to repeat this trick every time you play the game. 


Supercharged Weapons 

After last month's Nintendo Power Exclusive on Stir Wars: 
Shadows of the Empire, you might have thought we'd be 
fresh out of codes for this puppy. Think again! We have just 
a few more fun tricks for this game, including a password 
code that will supercharge all your weapons. Stormtroopers 
will fpld with just one shot from your standard blaster, and 
major enemies will take far fewer hits to defeat. We also 
have an addendum to the Credits code we printed track in 
Volume 94. It seems some changes were made to it after we 
went to press and just before the game was released. 


Step 1 

After you collect all the 
required items, go to the 
Armored Armadillo stege Ride 
the lest mine cart until it 
leenches you outside Jump 
just before it hits the wall. 



Super Weapons 

This code works on the Jcdi 
difficulty level only Start e 
geme end ese "Jebbe" es 
your name (the underline is a 
space). The& ell there is to it! 


. _ ^ 
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Step 2 

Grab the mil and climb up to 
the ledge. Collect the energy 
pellet end jump into the pit. 
You'll lose one life. Repeat 
steps one and two five timee. 



Credits/Photo 

To See the uncensored credits, 
enter *_JJr edits" as your name 
and begin e geme. Press Start 
to go heck to the Title screen. 
Press Up and Right to see a 
LucasArts staff photo. 
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Step 3 

On the fifth try. e console will 
be on the ledge Climb in to get 
the Fireball power. When your 
life meter is fell, press Down, 
Oown/Forward, Forward and Y 
to shoot e fireball! 


4 five yn i 
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lUampa Rumpus 

To hear the wampes roar while 
you're using the game menus, 
enter '’B_Testers_ROCK" es 
your neme. This code is silly, 
hut fun. 


L'ie iv ir ‘ <n itn>vie-* letter 


II To «>ri, COCK 

A o *.0 1 * Vu » i 

iTdvwxYr 
r OHSUfYBS 
• -* iOtuF f'nli 




Experts, shmexperts! If you've got an awesome tip or a killer code, send it in! 
We'll print your stuff alongside the pros' codes. So what are you waiting for* 
Warm up your brain pans, crack your knuckles and press those buttons! 
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Sound 


ioned uffleer in the Cornerlan miHtury, blit in Star Fox 
lie like you can be decorated For valor in enmbat. We’ll 
rack up extra points to win a chest full of honors, we’ll 
it her solar sustem’s worth of nova-hot adventurel 


You may not 


ALL PILOTS, TO 
YOUR ARWIIMGSI 


We've mapped out each mission and pinpointed key strate- j 
gies for racking up lots of hits. In geneial, though, you j 
should use the lock-on feature as much as possible and j 
learn where Smart Bombs will do the most good. Alternate | 
between charged-up laser blasts and rapid-fire shots to | 
clear the entire screen of large groups of enemies. | 


lii you score a certain numoer or nri puims. m * ihi»iu», wm « 
aft your wingmen survive, you'll be awarded a gold medal. If 
yop win a mednl in every mission, you'll enable the Extra Mode. 
Tlfe Extra Mode gives you access to the Landmaster tank in the 
Vs. mode, a sound test feature and a set of Expert Missions. The 
Expert Missions have the same layouts as the normal missions, 
but there are more enemies to defeat, and some enemies are 
tougher and smarter than before. ■ ~ 

As a bonus, you'll also notice that a —-r wznaam * 

certain dashing young pilot i$ wear- ' ggaHSM ^ 

cool shades—much 


TIKE! 


Hold A to charge the 
lasers Aim (he cm - 
aoi at b« Enemy to 
lock oa. and tap A to 
file. The lesultmg 
explosion can toko 
out an aatue gimp. 


mg some very 
like his father's! 


All of your wingmen must survive 
a mission if you want tn earn a 
medal for that soi tie Always go 
■ T to thou aid whea they call for 
: help. They will pi obably ratui n the 
I fevoi at kay points dining the 
campaign against Androas. 


























BONUS HIT POINTS 

Some «nemiesaro worth more 
than on* hit point, and most 
stage-ending bosses" c in be 
worth up to eleven hit points. The 
faster you defeat them, the . 
moi a points they're worth 
The ch^rt below breaks 
down the bonuses for you. 

Less than 2 minutes + !• 
Less than 3 minutes +5 
Less than 4 minutes +2 
Less than 5 minutes +1 
Duer 5 minutes 




SCORE 150 HITS 


As you pase 
the highway, 
hit the brakes 
amt taka out 
the roboton 
the left. Blast 
your way 
through the 
gate, broke 
and then take 
out the tanks 
and the robot 


Fly between a pair of burned out buildings on 
the right side of the stage This will make 8 
trio of ships appear as you emerge. Take them 
down wit hone shot* . . ; ,r 


Lock on to the first quartet of ships as you 
enter the city Maintain the lock and wait until 
thay merge back into one group bofore you 
fire. They'll ell go down for the count 


START 


After you pase 
throughthe 
Checkpoint 
dive through 
the gate down 
the road. Thie 
will make a 
squadron of 
ships appear If 
you don't do 
fins, only one 
or two ships 
will show up 
at this point 


Blest any enemies on or near the highway 
Diva down and fly between the supports at 
the end of the highway to make a squadron of 
ships appear near the demolition robot 


Trash the “building buater robot as sooa as 
you can, than lock on to the three tanks on 
the elevated highway Swoop down and scoop 
up the Laser Upgrade if you can. 


fly through 
the -archo* 


TO CARRIER 


Destroy the ships 
chnsmq Falco 
and fly through 
the stone arches 
to open up tins 
new. enemy- 
pecked path. 


Use the brakes to get through all the arches 
and blast the ski robots in your path These 
bots will leove some Supply Rings bghmd, 
which you'll probably need by this time. 


Fly fhrouglf this burned out building to make 
more anamy ships appear Falco wdl bo call¬ 
ing for help very smnMfelphim and take but 
ell the other enemies near the highway^—. 


Target the Attach 


orriar's missile launch 

ars first Tfo heat-seeking missitea will chase your 
wmgmen, but they won't bathet you. Once they're all 
destroyed, go after the maai body oftha shijj ^rrn 


Ntmmi 



























Just after tiL . 64 calls you, a flight of enemy 
fr ;hterc will try to sneak up and ambush you 
ft urn 3«hm i L ck on and blast ill f tbam at 
once with a charged laser. 


V W 4> t n *‘ 


mpMam aither icstroy the spiraling squadron 
hp^-fhe warp gates or V u can try to fly 
-fiiraii h ill the warp 3 at^s andhypar-jump t« 


os* June 


mWo wipe; lit ft*>t of 


^ 5 « T a “"rr ■ i- 

i i J Katina You can jet* medal eitbtr way 


ff you complete Meteo the 
no mncl way, it is possible, 
but fairly difficult to score 
| 200 points The better 
Stre tegy is to use the warp 
to got to Katins. You'll pose 
L through a warp zone full of 
I enemies, all of which will 
| count toward your Met eo 
■ point total, end you won't 
hove tq face e bossl 


Passing through a warp 
gate will make you accel¬ 
erate Hit the brakes to cut 
your speed and barrel rolf, 
or you mey not he able to 
maneuver yourself through 
all seveo gates 


Slow down in this tunnel and lock on to as 
ttteoy leser cannons as you cam You con take 
out several et once with\a bomb j/yatch for 
the shins ahead leviiw tractorbeam H welis " 


As you continue through 
the zone, you'll come 
acros&huge fields of 
items and upgrades, 
Loup through them to 


Sjfoqn after you enter 
the werp zone, you'll 
see spiraling bolts of 
energy coming toward 
you There is actually e 
squadron of ships 
heading for you, hidden 
hy the bright glow. 
Slow down, lock on 
end htast these ships 
repeatedly. You con get 
two tuts or more for 
eoch strike Use o 
bomb if you hove one, 
since you'll soon be 
able to collect more. 


pick up as mony bombs 
and upgrades os you 
can Use bombs in the 
fields of striped aster¬ 
oids You won't be able 
to lock on to some of 
the enemies, so you'll 
hove to rely on your 
losers end quick reflex 
os to bring a lot of 
them down. 


The lest asteroid field will he 
filled with items Biosting the 
asteroids will reveal even more 
Stock up on bombs for 
future missions. 




























The stage forks into two pethi at this point 
Blast t(ie three spy satellites for a Laser 
Upgrade and then duck toI the fight There are 
mony more enemies down that way. 


It wouldn't do to let your old mans pal, Peppy 
end up as space dust Target the fighters 
eta sing him and then toke out the spy setoh j 
lites to pick up some silver and gold rings. 


Seetor Xis jam-packed with enemy fighters, 
so save Up es many bombs as you can for this 
mission. Lock on and blast the first group for 
a quick double-digit return 


Detonate a mine at the center of the. field to 
start a chain reaction. A charged loser blast 
ean work, but e bomb is better. 


Bombs are in shurt supply, so use them spar 
ingly.The laser guns ore harder to hit thao you 
.think, so you maywanttoconcentrate on the 
squadrrnis-oTenoiTiy_^ 9 htersmStcad——^ 


As the Spyborg approaches, 
you'll sea smell satellites iiT 
the distance. Loek ojtyo them 
for a few extra hitjsf'■ 


B jhis a r^aof 

enemy lighters. 
Some will loop 
out IromthdV^ 
wreckage y/T~ 
Ahead white 
pthefs'will / v 
3 wuop in from 

-^injock-op^iid^ 

wai| fur theiiiTo swami togethe/and 
therttfi^airomb. followupTwih regu- > 
lar shots to eleen up the strays^ 


Target Spy borg's glowing eyes when It turns its head Roll: ^ 
away from its laser falasts and fla^g^Oh^lQjhe secptiq^H 
stage of the battle, the wholr.fusafl is vulnerable, Destroy 

































HITS 


Androsss floating fortresses are heavily ray 
shield ad A well-placed bomb is the quickest 
way to bring one down. The explosion will 
bring do,wn meny nearby anemias, tQO 


Thasi tank-tika terrapins will'jieW fdi 
points each, hut only after p^erratj£)> 
fire Tsrgat their soft undatballfeS arid 
tharo with everything yqju^Jiustej^ 


s joitafcprcach this r ivine, you'll be charged 
airborne mi tarthbtund enemies. Fife 
fifja bomb to take them out all at once J5* 
Swill—there's aminefiaH in tha ravine. 


Rock-tossing robots will sssault you from the 
hilltops. If you tske out one of tha first onas 
on tha right with a bomb, most nf the others 
will go up along with it. 


Sever* 1 s* adrouso ■* my lighters will try 
to slip i .»• you overbad Target the NW ship 
in aach {light with cb*rgad lasers,'lot* far 
“ tre bnmbs among f a falling pillqrs. 


As you near tha 
, | ruined gates, more 
W s.. rd enemy fighters will 

^ ^*5 front snd from 

J behind Launch u 

■ - J homh to down two 

[ ---or three squadrons 
A ^ 3t onCCl Theiti df4i 

h «%.>.. ' * 1 tWO WAVES, SO 

^ ^ pause untif you see 

mare ahips, than fire 
...^r- another volley You 

_ can use charged and 

normal lasareifyou 
can't spare hombs, but thB stone structures 
mny interfere with your Ima of fire. 


Concentrnte your fire an Goraa a laser-tipped arms. 

Once it drops Slippy, you can really cut loose. Hover and barrel roll to get out of the way of 
I Its heed-mourned hyper laser When nil its srms sro gona. blest op&n its chest plate to 
expose its wank spat Tha arms will regenerate a couple of times, but just repeatthis 
procass until Goras is toast 
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SURFOX 


SCORE 150 HITS 


C’lT'l'' 


Siort leoral ©5 hits 
h the Checkpoint 


Tha path through the sectorsplitsattjhjs 
point The appar path haa more enemies than 
tha lower Hit tha brakes anrfifeVtiroyhOth 
battle robots before you climb over thd ship. 


This carrier will epew out hostile starfighters 
from two laaneh keys. Loek on to one group 
with a ehaifcad laser or e bomb and spray the 
otker with laser fire. 


Several flights of small ships yvill swoop 
toward you here. Lock on to one nf the lead 
ships and launch a bomb. Take cars o f )ha 
stragglers with a few well-aimed laser blasts 


You ean't fly mtn the launeh bays, so swoop 
up and over the earriar There are jast a few 
mare anemy ships along this path than the 
fewer route, hut every hit eauntsl 


Seve ral flights of fighters are in fa rotation 
with this last heavy cruiser Hit the laad ships 
with charged blasts. They may give up some ' 
bomba for your efforts 


Another twelve fighters will swonp in from 
the four comers of the screan. Dan't waste a 
bomb. A coaplc of charged lasar blasts end a 
qaick trigger finger are all you'll naed. 


i weave between the derelict ships, 
will cafl for halp Lock on to one of the 
ig fighters before yoa clear the lest 
id fira as soon as you caa 


TO SHOGUN 


m. — , As soon as yoo clear 

3?^ the wrecks, several 

" “ attack eruisers will 

g mfZ cross your path from 

both sides Usa your 
mt brakes to slow—— 

_— , down Target one of 

_■ T--— tha enemy giins with 

SP" » S o charged Inset, and 

* ■ - , k than immediately 

shoot another gun 
^ 4N34 with regular lasers. 
If you're quiek 
I enough,you Should 
/ \ _ he ableto scare at 

least six to eight hits withjust a few sec¬ 
onds af work, t 


Usa brakes, boost and radar to take on tlsa Shagim wer- 
riors and the more powerful Shogan warferiLTargat 
them while you're still far away and fire as, fast asypu 

can. They'Te tough tq pinpoint,so "lead" yotar shot? 
dliuuit ill thiMn.aml^UNtpn vmir ttKArc Minsn: thnir uaih: 





























■Rwii tm rg*i .<iuJ 
Pffwi*« nop «i • I *-rge 
our hit- nth* ?• e • I 
5 recK md «' * »«f * • • 


Ke*e an eye on tfta waves at ilasitiA Hera, 
three 1 fire' b !s>yvill fly through the center • 
fti'mitlsfi m/Taig^t th clreature in fwnt 
^hdliiVe ." Chvied laser Mj multiple hits. 


:> ^ - [ C , , IT / 

** P th .tlm you 

leek ansi fire, 
th«i tai;«2tmay 

r^- -—^ ~*i be headed iff 

screen. As soon as you see the flock, 
launch a b amb ttrai jht ahead am. 
press P when it's rljtit in theb midst 


As yeu tKTuieroimd th* right side *f this 
wfX&ldpvpt'el firi jirds and recks will hove 
imo view. If there's no tim# for a target i ak, 
launch bomb and detonate It manually 


TO VULCAIN 


The Solar 
surfaca 
will calm 
fawn at 
first hut all 
of a sud- 


sky will be 
bl mketed 


lire irds 
rising from 
Ihcmfsrr • 

- _ _i You must 

react quickly te down them. There 
won't be lime far a leek, so launch 
end detonate a I imh manually. 


An ther fiery flock will appear right behind 
this wave. Lack on to the lead bird If you can 
mi fire a b imb. That will take care of all but 
a few stragglers bringing up the rear. 


After the Checkpoint, a ttye of. fh^biitis will 
% to turn Falco into their n meal Soon 
after thstljl group of rock* willLapaear. 

Vi flrize tfijim for some mttph-nkei»d items 


This hot-headed mutant wfn’t give ytu much grief if you 
^barrel roll through its rain, if scorching boulders. Target 
B^the arms first (watch out when it splashes plasma at t 
you), then go after its head. A \ I 









































running low 
-on bqmbs-fty 
IIQW.&O 
chooseyour 
bomb ter ' 3 
nets wisely. 

2J1 Squadrons 
of fighters 
willlly 
overhead, a 
line of boul¬ 
ders Will 


Clear the shy of the smell fighters es quickly 
es possible As you enter this passaga, blest 
a trio and than a pair of larger fighters for a " 


Ignore other enemies at firet and take out as 

S of the train's rear cara as you can As 
am pulls away, destroy some of the ete 
guns to uncover bomba at random. 


toward you and then the tram will 
?e appear up ahead. If yoa're abort 
on bombs, save tham for the treiiL 


Defeating Mqchbeth is no 
easy task, so it's battar to 
avoid the fight. Shoot the ' 
eight switches alongside thte 
track (circled in rod on tha 

mao) and then shoot the-- 

switcher box Itha orange 
square). Mechbeth will careen 
onto a new track andcrOshl 


Fir a both thrusters to hover up and over tha 
barriers that pop out of the tunnel sides Yua 
caa t lock Ohio the tram, but you cm try ft 
teg the caboose from the air. ——, 


As tha ground begins to rise again, fire your 
thrusters to rise up the side of the passage 
and onto tha track You can than blast away 
at the train before it enters the tunnel. 


TO MECHBETH 




The sixth track switch I* the one-most com- 
moaly missed JtslDcatedjust bebuul a gate. 
Shoot the gate a few f imes to meke it rise up 
and than shoot the switch 




| I / • T |J ■ . 1 j < W u | 

i \ Ht< r!_ 

■ ur.i | 



IVIIhIHi [:|d»l i\m 

11 f. i »i 

F]j 

i ■ • i 





V 

»>> »h.- Cfnpcfcprtfc* 

1 4**1 * 

V m 

> 

j v 






































^ Dragons will fly- 

in from the right 
and then from 
the 10ft. It's diffi- 
J cult to get en 
* V *1? * optimum target 

■LX CiiiJltfim 0 lock (the explo- 
E3 sion is too far to 

one side to 

destroy thorn ell), so it mey be better to * 
launch and detonate bombs manually 


You most destroy nil the searchlights fnjtiufr 
stage. If you miss One. Hie eiiemy will bp aW 
to scan your ship. Use the lock oafeatuifo jto 
ensure that you don’t miss any. \/ kL 23 


These mutants ere worth a 
whopping six points each. 
It will take two or three 
charged laser blasts or 
one bomb to bring one 
down. You'll receive e 
bomb in return, so go to 
town, hot shot! 


Katt Monroe shows up 
to lend a blaster, bat 
you won't get credit for 
any searchlights or ene¬ 
mies she destroys. 
Every point/coonts, so 
boost ahcpd and get the 
lights before she does* 


Swarms of patrol boats will steam ahead of 
you. Take out the entire fleet withe couple of 
well-placed bombs Don't fly too low or you 
mey smack into a'platform. 


Flying under the three platforms will make an 
upgrade appear under the next tower. Roll to 
the left to collect it then immediately mil to 
the right and bomb toe next platform. 


This is a tough sequence, but if you can pull it 
off, it's worth it Follow Slippy under the three 
platforms. As you go. fire bombs et the two 
barges to clear them off. 


SARUMARINE 


Soruiparme shoots cannonbaUs atyoii from 
twin l^rfcherSrfilasnheR^ridrt to reydaf 
bombs.UseUienrto desUo^iha twq^moke 
stacks on-tohof-Seruniahnes central hull 
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• .• ! They're tough, but you can destroy the lurge 
— , ^ cruisers if you target their br idges 7 which are the 
— 7 — | high structures located uft. You can ulso destroy 
I their laser cannons separately for added .points^ 
~ | ROB will help destroy a few, but you must answer 

^jjgl his haii.^|> 


Blust the firs 


this insect'-li 
enemy isti't 
worthmahy 
points, but ill 
spirnlifla-fairQ 
bliists wiSl 
knock yojn 


You . c ^l rtQ?k 

m on tu these mis 

fclJflH silu ?' m if ^ 

' • hit the center '• 

x one deud-on 
With e bomb, 

- the others will 

be destroyed ulong with it* You’ll ulso 
get Supply Rings for your trouble. 


HR* - Pick your tur- 

-* gets wisely. The 

space stations 
ere worth four 

Or Quints each, but 

the fighter 

— ^ .— equadfonseru 

uasier to destroy. Hit the'.brakes and 
uee bombs when you can spare eny. 


Shields down pretty.quickly I 
jti^errgo after t^espuce statii 


Sweep thu large ships front fure to aft ta : 
destroy their guns und then their bridges. Give 
yourself eaough time to destroy the bridges., 
us they can take u lot of punishment -* ~ 


These fighturs will link up into a megu-ship. It 
tukeo two charged laser blasts or onu bomb 
tu bruuk up thu party. You'll receive u Luser 
Upgrade us a bonus. 


tesithree 


J ‘Wiser 


MARINE 


This buttle goes 
'through several 
stages, hut it’s • 
important to destroy 
the energy spheres. 
when thu cure is 
—, exposed und to 


blast the t Aita'-« 
cles when the 
shell is elosud. 
Gorgon will ulsu 
launch robot 
fighters und 
missiles at you. 


Eventually, Gorgon will 
power up the planet-killer 
laser. Barrel roll around 
ft u edge of the screen to 
dodge the blasts 


Soon, the eore will open „ 
again Blast uB the enemy 
spheres and go af ififlffie* 
core. With hyper lasers, it 
won't take long. 
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target J ROLL WITH l! 
Sff I THE PUNCH I 


Mode battles, especially it you 
Jieve toyv-power lasers. If e tar- ■ 
get moves otf screercbefore it's I 
hit, you may not get the point. ~ 1 


j The rore is oof worth /to 
. many bonus points, which . 
* is why you want to drag * 
1 out the battle aqdconcen- f 
j trate on the smaller ships. [ 
U Try to get 150 hits before ■ 
i the core eppears., ; v| 


ship. If you destroy them 

stage^Afill«nd toosoon) 
the mQre enemy ships la 
more targets you II hove. 


tfings.ueteating i 
may net you a Shu 
!W#atfe r bot dmjy, 


003000 


\ M .jg.ytf j 

arrives. The second wave will ■ 
appcer just es the missile doss. ! 
Your wingmen will be kept busy, I 
leaving the missile for you. [ | 


the laser 

guns if you need rings and ' ' > 
.upgrades. Trash as many of th*. 
normal enemy fighters esyou 


can before the Star W&jl teem.- | 


I After the Star Wolf team 
J is goee, go after the 

1 energy relays (the yellow 
I squares) on the tower, 
i The more releys you * 

■ destroy, the more the 
' tower will shoot at you. 


.. came 

■PIP through 

Zoeess, 
K*tt wi| l 
show up. 

■ ' ' - Oece 

again, you woe't get any hit 


point? fur any ships or missiles 
that she or your wiegmee 
destroy. You'll heve to beet them 
to the punch! • 


ANDROSS 


Whee facieg Andress's 
ultimate torm, rapid- 
fire losers are your 
best bet Watch your 
rader to see which way 
the eyes turn and try to 
maneuver yourself ie 
behind them. After you 
hit them, they'll chenge 
course. Ybu cen t cut 
the energy sfrends that 
coeeect them to 
Andress's breie, hut 
they will cut tight 
through your shields. 


| TIMELIMIT | 


tower? to 


Using rapid-fire lasers is 
the hast wey to teke out j 
the missiles. Even if /. ■ 

someone else is firing et I 
the same target simul- | 
teeeously, chances ere ■ 
you'll get the credit. 


“ ’ . “V . 

Oncethe 
Star Vfcif 
teem 

’ arrives/ 

concen' . 

trate on 

1 - s i —i " - them.ff. 

you defeat them within a certain 
Amount of time, they cen be worth 
up to 11 hit poiets each. Help your 
wingmen whaathey aeed it. 
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! EVASIVE ACTION 


I Hie best way to neutralize the myriad dnng«r$ in thii 
| deep is to press A, B end the R Button continuously. 
| You'll fire lasers, launch torpedoes and barrel roll simul- 
I taneously. Use the brakes to buy more time to defeat as 
I many enemies as possible. 


Andross has asad his bioengineering tech¬ 
niques to mutato tha native Ufa forms Blast 
the large, spindly fish and the huge angler fis 
throughout the stage for multiple points. 


Hang bach and target the clams from a dis¬ 
tance, Soma of them contain useful items, 
pilot through the first three arches and then 
blast oped a clam for a laserUpgrade 


Your torne- 


lock on to 
thasa pillars, 
hut onfy the 
cracked ones 


■_ * 'jAil dastioyed 

" Duecttho 
H | target lock 

*- r a ™ r. by shooting 
/, at your 

r ,yp-* i intended tar- 

_-A i _ gat with your 

lasers just before you launch a torn. 
There’s olso a half-hidden group of 
shnmp-ltke mutants on the ocean 
floor just before the pillars. 


Tha canyon is full nf gigantic starfish, and 
fabuldars will lam down fiom above Use youi 
hi ekes constantly in this area to make sure 
diet you destroy every last ana nf them. 


TO BACOON 


Now go after Becoon 
pmper Fire turps et the 
musclus holding the two 
halves nf its shell togeth¬ 
er. then unload everything 
on the cential eye. 


Bacoon^ shall is adorned with three huge barnacles 
Blow them off for 12 hit points. The wonn-liha paia- 
sites inside tha hemacles will charge, but It's easy 
| to roll out of ttisil way 


M v II^INT'Iv 

H r » *• > 

I J* 1 


Pm 

Kill lEO," 
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| 1 # 
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! lf |pQ think trSmil , modes T.e tor Amtrak, think agaftt, Just tike a few V 
moments to tt*r« abouf ^Tstrisphere an$T yolffl 'discover that it* ' subtle 
ip;ine, ftilf of rid nuances jid a sightly nutty Than; ^ rf you’re ou* 
her* slapping teivn blocks.and^^JteWfnj^ift^ignorance, change* ire you'll # 
j us* mrike ~ pig's breakf? tofdto wbufe'thmg. ^o befuft ybu launch into you * 

first game, we Highly recommend spending five minutes in the Training Mode 

■ # 

o pick up the basics. w .\\ 


Listen, op, recruits. -Compared to military basi 
training, BT in Tetrisphere will seem like apiuir 
You'll learn wbe^e to place blocks and how to 
score combos, and no one will ever shoot at you. 
You'll also learn about power combos, sliding and 
magic items, which you can pick up by making 
combos of 20 or more. Magic items up *e to 
more powerful-v sioiis if you make • f ‘ c •»- 
bos before Using I * • "*** •'« 


| | o - 1 r beginners and programmers, 

but • • ou really want to master Tetrisphore 
without giving up your social life, then the 
Advanced Training mode is for you. Concepts 
such as X Count multipliers. Gravity Combos and 
Fuse are introduced You'll also loam to 

take oiit the Crystal Hlocks-r-those lumpy blue 
blocfe Jthat always seem to get in your way. As 
yOur understanding of the game deepens, your 
sciffes will soar. ^' rat'i i •! 'k 


By using the B Button, you can 
uleai outCiystals Another 
arivimced technique is^the use 
Giavity Combos/ 


is sort j tothc gfftng equivalent of nu 1 » 
ly lliat it invgjw^fcts" of hmhrte little bits. In 
itifcji addition to dropping matching pieces, you can-«^ 
zzle consi^Js x " 

and a number of. |fnrnmn^!n 

and drops. Vou T nimnlm? 1 ? 

Is to break all of u - Jum 

the pieces witjj X limit- | ***** -at; 

ed nunibn of moves. ■ - m m 

You'll also learn to zoom 
in and out using Button ^ Jf 


The PtoHc Mode 
physic^, which hi 
Training, you'll lefl 
slide pieiek: Ea(S 


Usmy slide and drop moves, you cau 
clear any puzzle combination with 
sur pnsmgly fuw steps. Tretmug 
shows you the basic slidu end drop 
moves «' * ' 











ETRISPHERE 


Tli .Practice Mode lefe you'? si your*- If in vSri- 
itis 'conditions that- ought 1 n^cur in a regubr 
iii3e'SpiiyTr\od%5Fi)rindfcnc % yW tan ufce up to 
3®£ typ a* oFpiec l£4o^depths of five- fayefe and 
cequit d£$b!ftNore- pieces to &/ ~*posed to 
win. At the higher end> the Practice session can 
go on practically forever. 


etofit 
tfofiwfr 
pieces' l 


retrisphere, flieldea is to match similarly shaped pieces to each other in-order to peel them off the sphere. This is 
di different concept from the action in Tetris in which you attempt to fit pieces together, to form unbroken rows 
l, Tetrisphere uses si* different shaped pf blocks in the higher levels, and in the practice mode you can work with all 
of them to prepare yourself for the more advanced stages to confix *■ ; > K f 


NINTENDO 64 





















'J 



I Atj^btfoy cin Juir^ in oppoil^nX \U it6ke»1 luek.# ltion, bribery-— 
! h^y, even skill car* do the teB^k. ->ut comput^ar an f t'S& w^stty defeated, just asi 
Gary Kasparov, tf be9t chess pi yor in*th* who jot si jnmed by ? ^ojn- 
pufer. The ultimo t st of brains conws down toyman schine. .nd ifydu 
tbirik yew T* beat the N64/Tetnsphe>e team (no fair pullihg th; power cord*) 
then you've &ot a worthy challenge and five modes in which to prove yourst* 
equal to a few ounces of silicon. We would wish you luck if it weren't point!- 
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tcwen < 

Id the Tower varfal'on, a cr^ shape r, t'>-' - ?pp<*.-r «" % • r job is to dig aw* at 

the area around the tower to reach a picture below on the core Thi$*% it a lot like OritL You 
* Osf completely, uncover the marked image in order to win. Since the Hihor moves quickly fh 
^is.goine, youdoq't bpverou^^ yournext move. 2-~«. . 


Tfife variation is pretty much the same thh • 
as Rescue. One character fe trapped inside 
the core and you have io break him out t 
,ili>a matter of Opening up a-hole large 
enough for the chara ^ *o** tn 


7NM 
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• y . ' rT * ■ ' 

This is 3iuitfter vanahon op the Drill theme, *- >N * 
that it's called Unique * jftftij clever *•' 4 '• r 

drill bit and uncover the ui>' -u6 image on the core l 
itf ^ ; n • ' -ilU * r-i .^nc. 


other drill • *ou in Shift Option, 

am I ••• drills uni the sui^ace of the sph 4 * 
piece of the cere* picture is hidden beneath each one* 

then slide them.together. 


til* of the p *res 


c finest 

'+ ’»*H you'llfind an image with line^conoectiug 
► Other images on the con*. You/U haw* to upiwer afi.tho 
a. I i-iir-lt.FOL tA rrtat IhlC - * — C 


pictures to meet this difficult :il 


C*nr, 


yptitStmihe tmwww*' 

drv^'i%>» from ft# 


>s lu to revdaifthe^ 
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YoU inUst both move and aror 
pieces to Solve the nozzles W 
f this mod J. 5i t>* * most of the 
pu*zle> Goftafr ‘several I 
p*ft of the trick is ir 
Hr pieces drop rbjto new matches 
and combos below. When you 
rotate tht sphei^ to the side, you 
may see huw the pieces are stacked. 


With 100 puzzle^.each tougher than the previous 
one, you should ha-* • * ugh frustration ’ ,f let 
up to inflate a blimp 




I In this mode, the idea is to see how far r «-o go, 
I and how much you con score, m.fiye minutes. You 
have to uncover the core to-reach the next level, 
so digging deep a* quickly as possible is th * * 
strategy. Moving pieces*to form matches and com¬ 
bos in one area is a quick way to reach the co 
You cap get the special item option in this mode, 
which can help you reach the core 


You can play against the computer as it it ww - 
human Opponent in the Vs. CPU mode. Th 
screen splits into two halves, but your brain ma* 
shatter into a million pieces from the strain 1 
staying ahead. Your goal is to score combos that 
handicap your opponent while digging down to 


uncover the core. Computer characters su • •+ 
Rocket, Wheels, Gear and Cftrq show up to'dial 
lenge you wit* •n« - ’-•ng levels of difficulty. 


On T* lowatf *evel 1 difficulty, r’rf 
fee* Rocket It you win, you’ll move on 
to faee new computer-controlle 1 cha 
actors wh are more difficult. 


Asasp eruym • if**- 

etestbatthcplo^rh m 
• rouble That’s the time to pile 
on pieces by scoring .combos. 


Uy Scoring coir Sos> fouT 
drop JifiiculMr-reJitoW 
black Mod - <>y iur jp 
Hants spmtffc 


Exgosinftiia t #fii thy tMS ie&tway 
to win, so concentrate , n rigging deep 
and m vin§ places. MwiysTr »k tor 
laap matchas.’ 
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TETRISPHERE 


If i Illy nt to put your *br du on the Jine, invite >ome 
t triads *io play V* Mrirf*. The goal ch pity fr 

V ^ Uncdtfr a pre,ek£.vT number -* cor„ 

Sfet ©lie* fa^h*|ilaU^ r n choo$*ftjfe nuttft jr £1 

V c&r pietes fo ex^s^'ydu tan handicap matches. 
Hp v "If Hie str itegy iheiudcSbhek blocks to youi* opponent's 
r spt'-* - by getting r^mbos and . ^po$*big thr tore as qmcidy 

possible by moving pieces. 


Ui to wight players tan join in the tournament mode, each one chattering the 
-. inner of thw previous match. Each match consists offa best of three, five, seven 
or nine contest, Before thw match, players can choose between sewn robotic 
characters with a variety of Speed and Puli settings, which give you different 
speeds for the cursor and the quickness of the pulling mrivc. As in the regular VS. 
Mod* ob r ct is lo unco * • preaP trained number of core spaces* —, » 


>ufi*g Vs. Mo e or To** players 

1 egm each game with idea cal spheres. The 
•rop pieces appear randomly, but each player 
leceives the seme pieces in ord^r, so ali things 
ara equal The faster players drop pieces 
'hough, the more likely they ere to getmuttipfe 
■ omboopportuatties. ^ -*w«j 
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THE STORY SO FAR: As a defective 
nuclear missile carrier careens across 
the country, the only hope of preventing 
a catastrophic explosion rests with 
Blast Corps, an elite team of demolition 
daredevils. Using the most unusual 
vehicles and technology available -like the 
amazing Cyclone Suit-they've freed scien¬ 
tific expert Professor Nash from a mys¬ 
terious high-sscurity government lock-up 
run by the tyrannical Col. Barker, a man 
with his own score to settle with BLAST 
CORPS. As they prepare to detonate the 
nukes in the nearly abandoned town of 
Tumble Gulch, the team discovers a lone 
resident 
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ave your pocketfuls 


I I because Midway's 
revamped and 
recalculated its 

frmrtyi^ei *ROs 

arcade shoot- 'em- 
up, Robotron 2084, 
into the even more 
delirious and ballis 
tic Robotron 64. 

_ Now, the hyperac- 
, < tive action dizzies 
j you in 3-D, and 
-l that’s guite a 
chunk o’ change. 


X 31 

A y 


In the early '80s, arcade addicts entered the 
™ apocalyptic world of Robotron Set in 2084, 


it was a future when humans had perfected 
their ultimate creation—a robot species called 
Robotrons Of course, along with being tho supremo 
and perfect robot race came a tremendous ego and in 
this dim view of the future, the Robotrons had con¬ 
cluded that humans were inferior and inefficient The 
machines sot out to destroy all humans, but their exter¬ 
mination program encountered a glitch when Eugene, 
a genetically-engineered superhuman, entered the 
arena Only one human family survived, 
and it was up to Eugene to blast 
away the danger for ext me 
tion Now in 1997, as 
primitive as the original 
may seem, its relentless 
shoot ‘em-up appeal 
still endures, and 
revamped in 3-D, Robotron 64 seems 
even more futuristic than 2084. 










































f Robotion b4 throws so many enemies at you that you may need 
to change camera angles to avoid getting smothered Switch to 

r - — * V /t . »4 4 m c- • an & i r V r»kall|-\rt^n ri M/'f I llOll 


It's .a few hundred against 


TgURB 


Everything about the new N64 version of Robotron is more frantic and furious 
than its predecessor. Mobs of new enemies swamp the 3-D arenas at 
lightning speed. In the background, quick mid aggressive techno 
music underscores your desperate attempts at preventing your impend¬ 
ing doom If that's not enough of a dizzy spell for you, hit the Z Sutton to 
saturate your screen with a wide array of psychedelic rainbow patterns and kalei 
doscopic tie-dyed splashes And maybe, tf you can keep your head from spinning, you' 1 
find the all new arsenal of weapons and power-ups 


Eirst View tor a first person perspective challenge—since you 
don't have eyes m the back of your head, you'll have io keep 
your back to the wall In Smart View, the camera wil automatically zoom 

in or out depending on your loca¬ 
tion, while Third View keeps 
Eugene centered in the screen For 
the classic perspective of the 
arcade game, try Overhead View 
The ideal view, however, is Arena, 
in which the camera tilts closer to 
the tloor the closer you are to the 
froni of the battlefield 


really set Robotron apart fiom othei arcade 
games was its dual joysticks—one controlled your 
direction of movement, while the other controlled the 
direction of your fire Robotron 64 remains faithful to its 
source (unlike lh* futunstic race of robots), as it enables you to 
plug in two Controllers for double Analog Stick action The 
game »s pure guns nging, and just like in the Ol'West, you can 
have two fistfuls of gunfightin' power 
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tPHS} WALK1 NG 

** A 

jfflVeru* 

■cXmzZL 


one so it's only fair that you 
should have some fancy 
power-ups at your disposal 
Roast robots with your Flame 
Thrower or lwo-. Three or Eour Way 
Shooting To safely absorb enemy 
attacks, grab the Shield The power- 
ups may rot put you on equal foottng 
with the Robotrons, but they'll surely 
help you kick some 'hot 


Piny Robotron ?.s it was meant to be 
played-with two Control Sticks You 
have the option of plugging in two 
Controllers for Two Fisted" game ptey 


By hooking up two Controllers into 
your N64, the Control Sticks can 
direct which you way ynu walk or 
fire, just like in the arcade version 


It t 
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survival strategy is to always be moving and 


fc it; R°botron 64's basic 

*0* firing Remember that you can shoot in eight directions, mclud ▼ 

4^ ing diagonally, to blast the robots You can fire recklessly, since your 

stray lasers won't harm the humans However, rescuing the humans is your i 
priority, so save them as soon as possible For extra help, experiment with different 
Combinations of running and shooting to find the secret power-up codes 


When you start each level, you land in the middle of the 
arena In center stage, you're easy prey for the robots 
40 that can surround you from all sides Before they 

close i n, speed to the edge of the arena, then run along " 
the perimeter as mapped out in our 3-D diagrams on the right By 
skimming the arena's perimeter, you'll need to shoot in only five diruc- 

of your sides from attacks 


tions 

Unfortunately the clever Robotrons anticipated this tactic, and they' I try to coun 
terattnek with lasers or tanks that cling to the arena's sides 


Robots will close in on you if 
you stay ir the cantor, so don't 
let them faze or phasar you as 
you run to the arena's edges. 


You re most vulnerable when 

C ’ro out in the open, since the 
otrons can zap or grab you 
from all sides 


^ it iooks like the humans developed artificial intelli- 
^ 0 * gence that was a little too intelligent 1 The Robotrons 
40 have outsmarted their creators by figuring out how to 
♦ manufacture more automatons on their own The Quarks 
and Spheroids are virtual mobile robot factories, and they'll 
spawn armies of Tank and Enforcer Robotrons larget the 
Quarks and Spheroids as soon as you spot them, or 
they'll spew out more robots and turn the 
V arena mto a mosh pit filled with mechani- 

cal menaces Once you've terminated 
Robotron spawners, reel in the humans 
HH \ A before they wipe out 


In 2084, its not humans but robots 
who overpopulate th« world The 
Quark and Spheroid Robotrons pro¬ 
duct; more robot enemies, so immedi¬ 
ately crash their systems before they 
over ond the nruna with thmr armies 
















r The Robotrons are on a mission to seek and dest.oy, so lei 

A them follow you, then lead them to their dooms T he 
robots tend to have a mob mentality They'll mindlessly 
f home in on you once they spy you As shown in our d;a~ 

grams to the right, blast away an escape route, then parade in from 
of the Robotrons to get their attention Run to the arena's edge, then initiate the 
perimeter-circling tactic As you run along the arena's borders, the robots will flock 
together in their attempts to intercept you With your foes concentrated into one massive 
target, you can focus a!! of your firepower in on t direction The Gas Gun is particularly e 


You'll give-your reflexes 
quite i workout if your 
enemies are chaotically 
spread out around the 
arena You'll have mom 
of a fighting chance if 
you c*n group your ene 
miss in one spot 


Run in front of the Robotrons 
to catch their ettention,then 
head tor the perimeter 
They II eventually form .i mob 
as they chase you. and you 
can easily target them 


^ Humankind's on the verge of extinction, so saving 
Mikey and his family will earn you plenty of points 
> 4^ as well as the gratitude of the human race The 
Robotrons can easily distract you from saving the last' 
family, so if you don't have time to save the humans, wait 
until only one robot remains You'll enter the next ’eveI once 
you pull the plug on the last robot, so save its destruction 
until you rescue all the humans 


^ Hazardous Electrodes pollute the area, making it 
more of an obstacle course than an arena Most 
► 4^ ElectrodfcS are laser-impervious, but you can use 
the Deflector Electrode to your advantage When 
you shoot one, it can amplify and bounce your lasers around 
the arena Electrodes are also handy for toasting robots— 
many Robotrons walk in a straight line to reach you, and n 
an Electrode's in their way, they'll walk into It 


You II progress to the next level once you clear the 
orenn of all robots {Hulks don t count), so spare one 
enemy until you vt rescued ell of the humans 


The shocking truth about 
Electrodes is that they some¬ 
times lock like powur-ups, so be 
careful when you ro seeking 
bonuses or you may unii up as a 
broiled briquette 


Avoid walking into Electrodes, 
because they re high-voltage 
obstacles Transformer 
Electrodes {like those in Level 40( 
emit beams to create an electri¬ 
fied maze 
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i They look like life preservers, bu? they're 
0 ^ definitely not I ife savers One of the tough¬ 
est of the tour varieties of Spheroids is the 
Megarotd, which requires numerous hits 
before being defeated Focus your flrepow- 
_ eron the Spheroids and blow them away as 
as possible or they'll go haywire 
L , spawning new legions of 
Enforcers 


soon 


Like Spheroids, Quarks 
spew out more pesky Robotrons 
The four types of Quarks each 
roll out a different type of Tank 
Robotron You don't want to 
tread on the Tanks, so stop the 
robot mass production in its 
tracks by quickly blasting the 
Quarks Your Quark extermina 
tion can earn you 1000, 1500, 
2000 or 2500 points 


the classic robots from the arcade version return in Robotron 64, but the characters have 
~ more depth now since they've been remanufactured in 3-D The Grunts, Hulks, Spheroids, 


Enforcers, Tanks and Quirks h*on 'he original resurface, but, this time out, they're wired to 
be more wily and wanton than before Brains, Nanobytes, Ants and Bees also swarm in to 
squish the humans out of existence As a one-man army, you won't have rt easy battling the 
robot uprising Study our enemy schematics so you can throw a wrench in their plans 


vrf 




This is the 3 D version of the most common 

* 

Robotron enemy The Grunts (Ground 
Roving Unit Network Terminators) are 
drone robots that will relentlessly, albeit 
unfurtively, pursue you Since they're not very tricky, 
you can easily outsmart them and earn 100 points for 
zapping them 


Keep your 
eye on the 
, sky, bo 

cause the 
j ft/ Jetpack Gnints wi I 
rocket above you, 
then sky¬ 
dive down and use you 
to break their fall You 
can't hit them when 
they're airborne and 
some camera angles 
make it difficult to tell 
when they're hovering, 
so find a suitable view 
















The Brains wfl' 

r « 4 have you thinking 

twice about which 
gt humnns you should res 
^ cue As soon as a Bram 
bumps heads with a human, it 
will reprogram ihe person into an 
evil Prog zombie You'll have one 
less human to save, and one more 
enemy lo fend off, since the 
brainwashed human 

<■ 

:i a< k veil 


In higher levels, 
the RobotroniTY 
wall battle you with 
more brainpower in ,T 
the form of the gargan-' 
tuan Mega Brains Jo drain 
the brains, play it smart and blast 
:t multiple times to earn 3000 
points 


jCj Incredibly, the Hulks are indestructible The 
four types of sturdy Robotrons are some of 
your biggest threats Concentrate on saving 
any human who is near a Hulk's claws You can't 
destroy the robots, but try blasting them 
and you may sligh tly < gM ' 

stun them 


Almost 15 years after infiltrating 
arcades, Robotron 2004 got a \ T* / 
new life last year on the Super flA 
NES. Along with Defender I and 
II, Joust and Sinistar, 

Robotron 2084 stormed 
into homes packed in Arcade's ^ 

Greatest Hits. The Super NES versions are identi¬ 
cal to their arcade counterparts, so older gamers 
can relive the heyday of arcade games, while 
younger players can experience video game histo¬ 
ry. A year after the Super NES Robotron entered 
households, Robotron received a complete over¬ 
haul for the N64. Robotron's theme of "shoot 
everything in sight" is still intact, but with the 
N64's 3-D capabilities, the game flaunts a new 
perspective. Now, there are more enemies with 
more fire- and brainpower, and you can even 


battle through the eyes of Eugene or from any of the 
many roving camera angles. Robotron 64 may seem 
overly simple compared to other N64 games, but 
that's not to say die game isn't challenging or addic* 
five. With hundreds of levels and the fate of the 
human race at stake, just how far can your hand- 
eye coordination get you? We bugged the testers at 
Midway and they gave us their personal bests. 


MIDWAY'S BEST TESTER SCORE; 

8,000,000,000 + ON THE 
"NORMAL" SETTING 


HIGHEST LEVEL REACHED BY 
MIDWAY'S TESTERS: 

LEVEL 153 ON THE 
"INSANE" SETTING 
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You can put your bowling bail in the closet and hang up your 
shoes' This month THQ breaks out a Super NES ten-pin experi¬ 
ence that rivals the .actual look and feel of going to the lanes : 
While some bowling Paks only 
give you a "line 'em up and roll" 
style of game play, Brunswick 
World Tournament of Champions 
recreates almost every variable 
and nuance involved in knocking 
down the pins Ball type, curve, 
spin and even the amount of lane 
oil are just a few of the factors 
that you'll have to 
take into account 
before you bowl 
your first frame. 

But just because 
this bowling game 
is incredibly thor¬ 
ough, that doesn't W 
mean that it's too 

complicated to he fun And because it 
lets you team up with, or face off 
against, three other friends, this is one 
bowling game that 'ets everyone get m 
uu tile funl 



<• ^ ^ 


This game is so packed with options that there really are too 
many to mention here, but we'll start by filling you m on the ball 
selection There are 16 different bowling bails to pick from, each 
with its own pluses and minuses, depending on the lane 
you're playing on The lanes themselves also play an impor¬ 
tant role in the six tournaments because of their oil differ¬ 
ences, so the game gives you the option of practicing on all 
seven types before you try to take a tide There are also two 
leagues to choose from, and you can choose between short 
and long tournaments 
so you can choose the 
one that fits your sched¬ 
ule And as if you didn't 
already have enough 
decisions to make, you 
can even choose the color 
of your c'othing' 





0 NINTENDO POWER 
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Besides being able to create your own bowler, you also have the 
option of playing as one your favorite pros from the PBA tour 
While adopting a pro's persona won't guarantee you a win, the 
confidence boost it provides may make all the difference 
between leaving pins standing and scoring a strike 



■ R^v Williams jr. 

Average 225.28 
Right-handed 

inducted into the Hall of Fame in 1995, Williams 
has set PBA records for most 300 games in a tour¬ 
nament (4), most games bowled in a year (1300) 
and the most 200 games in succession 



Randy Pederson 

Average 219.39 
Right-handed 

Having taken 11 tournaments by mowing 
down some of the toughest competitors in the 
PBA, Pederson is one of the best (and most 
feared) professional players in all of bowling 

Mark Williams 

Average 219.39 
Right-handed 

He's won two titfes in the Firestone 
Tournament of Champions, so there's no ques¬ 
tion that besting Mark Williams is going to bu a 
major challenge for any player in the PBA 



V*; -x A. !V, 

Average 218.94 
Left-handed 

While Mike Aulby is not a bowler who's pro re 
to boast, he is perhaps the most beloved play¬ 
er on the PBA tour because of his soft-spoken 
character and his near perfect performances 



^ n n ISi 

Average 221.70 
Left-handed 

A traditionalist when it comes to his approach 
and .arm-swing, Bohn was a perfect pick for 
the post of Ambassador for the American 
Bowling Congress 


R == Hromek 

Average 218.32 
^ Right-handed 

It's still early in Hromek's career as a profes- 
yl sional bowler, but since he's already done so 
well in the PBA, we can safely say that there 
HI are Jots of tournament titles in his future 



Ricky Ward 

Average 217.54 
Left-handed 

Like Hromek, Ricky Ward has only begun to 
work his way up the PBA rankings, but he defi¬ 
nitely threw the ball like a world champion when 
he won the Johnny Petraglia Open in 1993 



Curtis Odom 

Average 217.33 
Right-handed 

Curtis Odom may not have any tournament 
titles to date, but his earnings have been con¬ 
sistently high Maybe you'll be able to help 
Odom bring home his first vid^o bowling title I 


IT aros 

216.52 

Steve Jaros plays in the 
basis, 
looking at 
sive size 


A Pro of Your Own 

If you want a bowler that reflects your personal¬ 
ity, creating your own pro is the best way to go 
Besides picking the perfect ball and deciding 
which hand you'll bowl with, you'll also get to 
determine the color of your clothes 1 


part-time 
it by 


Average 214.00 
Right-handed 

Widely be lieved to be the father of the modem 
game of bowling, Roth won enough in 1984 to 
surpass the truly impressive million-dollar mark 
in his career on the tour 

nv t tr32ll3 

Average 214.64 
Left-handed 

Referred to as "Rags" by his fellow pros, 
Petraglia is a living legend in the PBA, having 
spent 30 years dedicated to the sport Try play¬ 
ing as Petraglia in his own tournament 1 


SUPER NES 









































The lanes in the game have all been treated with 01 ! to keep the 
surfaces nice and smooth, but the resulting "oil patterns" can dra¬ 
matically affect your ball's behavior Try practicing on these pat¬ 
terns before heading off on the tour 


Pattern I 

This lane pattern has a heavily oiled center stripe, 
causing balls rolled down the edges to hook 
towards the middle It's one or the easiest patterns 
lo bowl on, so you'll probably be rolling strikes in 
just a few frames 



Pattern 2 

This pattern, with it's heavy coating of oil across the 
width of the lane, can be quite challenging for even 
the most experienced players Don't bowl towards the 
lane's edges or you're bound to roll into the gutter 



Pattern 3 

With a wide but short .area of oil, this lane pattern 
will start hooking your ball sooner rather than later 
Because of this, you should venture only a little way 
off center to find the strike zone 









Leagues allow you to forego the six major tournaments in favor 
of smaller battles against human o■ computer opponents In the 
Singles League, it's every bowler for himself, while in the Teams 
League, you can bowl with or against friends 

W A 

Singles League 

In the Singles League, four 
bowlers (all of which cart be 
human opponents) car bat¬ 
tle it out as individual play 
er$ In both leagues, you can 
customize some 
features, 

number of games in a 
match and even the 
method'for scoring. 


Pattern 4 

This lane has a short and narrow area of oil, caus¬ 
ing the ball to Kook early when it's thrown down 
the center and even earlier if you bowl down the 
edges You'll have a strikcfest once you find the 
lane's sweet spot 



Pattern 5 

With a longer and wider coating of oil, this lane 
makes your ball hook as it closes in on the pins 
While strikes will still be relatively easy to make 
with this kind of pattern, spares will be much 
more difficult 



Pattern 6 

Any ball not bowled directly down the center of lanes 
with thts oil pattern is liable to hook early Try stick¬ 
ing close to the middle of the lane to make strikes, 
and stray away only if you Ye shooting for a spare 



Pattern 7 

This is mysterious oil pattern is definitely the most 
difficu’t to master simply because you won't know 
how it will affect the ball unti you've played a few 
frames Say so long to those easy strikes 1 



"learns League 

The Teams League includes 
four teams that face off on the 
lanes in groups of four players 
Up to four human players can 
get in on the fun, allowing you 
to either team up to take on the 
PBA's best bowlers or split up 
and compete against each 
other with the help of the pros 
Given that the Teams League 
provides so many ways to play, 
pairing up is a great way to play 
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If you're bowling like a pro, it's time to head to the tournaments 
and test your mettle against the PBA players In this mode, you 
can determine the lengths of the tournament Unless you have 
lots of stamina, we suggest that you start with a short one 


Brunswick World T.O.C. 

Being the most prestigious stop on the 
tour, The Brunswick World TOC is open 
only to those who have taken the title in 
either the Johnny Petraglia Open or the 
Bayer Brunswick TPC Keep in mind that 
after every game you play (tournaments 
can have more than 42') you'll earn a 
password that lets you return to that point in the match It can be 
quite useful Jf you begin to falter late in the tournament 



To bowl a strike, place your left foot on the fourth marker from the right, and 
aim the bell between the socondand third arrows from thenght These tips 
are for right-handed bowlers. If you re alef ty, substitute "right" for left in 
these directions and you'll do just fine 



Bayer Brunswick TPC 

Besides the Brunswick World TOC, 
this is definitely the most difficult 
competition on the tour its lane oil 
pattern is described as being of only 
average difficulty, but it's a lot 
tougher than most of the other 
tournaments where you'll sometimes 

face easier patterns You should probably bowl a few practice 
rounds on patterns 5 and 6 before entering the Bayer 
Brunswick TPC 




Practice is real the key to taking this t tie, but we can offer a little advice on 
foot placement and lining up the ball Use the same left foot position as we 
suggested for the Brunswick World TOC, but piece theblue cursor over the 
third arrow from tho right and make minor adjustments as needed 




Johnny Pefcttglia Open 


Named after one of the game's 
playable pros, the johnny Petraglia 
Open is a bit easier to win than the 
Bayer Brunswick because its lane oi 
pattern is eas»er to bowl. 




If you want to take this tourna¬ 
ment's title, try this technique k 
Stand with your right foot on the Ik 
floor marker that's third from the 
right, then move the blue cursor 
over the arrow that's also tho 
third from thenght Now power 
up to maximum and plow down 
the pins 1 


Las Vegas Invitational 

if you're looking to improve your luck 
m tournament play, go to Las 
where the oil pattern is always easy It 
will make your odds of picking up the 
title much better than they arc in any 
other competition 



Here's the way to bowl a perfect 
frame m Las Veens Position your pro 
player's left foot on the four Hi floor 
marker from thenght, then move tho 
blue aiming cursor just to the right of 
the third arrow from tiie right Odds 
are that this technique wil 1 put you 
on the tender board. 


Quantum Open 

The Quantum Open is a bit tougher 
than the Las Vegas Invitational, but it's 
much easier than most of the others 




The Open has an easy oil pattern. 
Stand to the left o* the floor marker 
fourth from the right and mm to tho 
right of the arrow third from thu nght, 
as you did in Las Vegas 


Combat Zone Classic 

If you sec bowling as a battle and your 
compctrtors as combatants, then you' 
love this tournament's theme I 






1C 


If you line yourself up the same way you 
did for both the Quantum Open and tfi6 
Las Vegas 'nvitational tournament, 
oil’ll bowl a great game in the Combat 
one Classic 


Fa 
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o you have what it takes 
to smack a Randy 
Johnson fastball over the 
left field fence or mow down 
Mo Vaughn with a naaty slider 
right over the heart of the 
plate? Here’s your chance to 
find out. Nintendo’s newest 
sports Pak, Ken Griffey Junior 
Presents: Major League Baseball 
for the Game Boy, puts all the 
excitement of the big leagues 

in the palm of your hand, 

* 

including all 28 pro 
teams and their rf,*. . 

actual players. Grab > 

your Game Boy and ggjg§^ 
Go Yard With Griffey! GAM£ PAK 


you read this, baseball pros 
w A I an< ^ ^ ans a ^ e W| H be gearing 
l* 7 up for the division pennant 
races and taking odds on which ball 
dubs will make it to this year's World 
Senes What better way to get into 
the swing of post season play than 
holding your own World Series, cour 
tesy of Nintendo's Ken Griffey Junior 
Presents Major League Baseball 
Based on the hit Super NES game of 
the same name, this portable Pak 
sports the same features that made its 
predecessor such a hit among both 
casual fans and aficionados, includ¬ 
ing an auto-t'ield;ng option, a running 
tally of player stats and batting aver¬ 
ages in Season Mode and the option 


Choose from all 2o pro teams in bath 
longues If you didn’t catch any of the inter 
league play this year, heres your chancel 


mmo power 


£>'1997 Nintendo 
©MLBPA 


Tins version uses the same engine as the buper 
NES version Players ara larger than what you 
sec in other Game Boy baseball games 


of playing with or wrthout ?. designat¬ 
ed hitter Nintendo has also made 
some very notable additions and 
improvements to this 4 megabit ver 
sion of the game Not only can you 
now trade players in Season Mode, 
you'll be managing and fielding full 
rosters of real-life major leaguers 
This Pak includes every player in 
every starting lineup, from the lowli 
cst bench warmers to the game's 
biggest names, like Barry Bonds, 
Tony Cwynn, Kenny Lofton, Greg 
Maddux, Hideo Nomo, Mike 
Mussina, Frank Thomas, Albert Belle, 
Alex Rodriguez and, of course, the 
Seattle Manner's star outfielder, Ken 
Griffey Jr 1 
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OPTIONS SCREEN 

ES3 F^l 


STANDINGS 


a his game comes equipped with five different modes of play, including Exhibition, Ail- 
Star Came, Home Run Derby, World Senes/Playoffs and Season Modes. Well do a 
quick run around the bases on each mode before we slide into some strategies and a 
scouting report on the teams and their key players 


fjnh the exception of the Home Run 
;rby, each mode allows several 
options to be turned on and off 
fore beginning play, including one that 
>ws you to just manage a team and let the 
computer control it during a game In some 
modes, you can also chuck out player 
stats, league standings and 
game schedules 

EXHIBITION Exhibition 
mode is a one-game challenge 
between any two teams of 
your choice You can pit divi¬ 
sion rivals against each other 
or set up a fantasy, inter- 
league challenge It's all up to you 1 

ALL-STAR GAME The All-Star Came lets 
you find your own answer to the perennial 
question, "Which is really better, the American 
or the National League?" Lineups include the 
top players from each league, and even the 
bunches are populated by powerhouses 


HOME RUN DERBY Match bats with 
Griffey and see if you can smack more home 
runs in a head-to head duel Players are given 
ten outs, with anything that's not a homer 
counted as an out. A computer-directed Griffey 
goes first, followed by a slugger that you con¬ 
trol Swing away! 

WORLD SERIES/ 
PLAY-OFFS Even if 
your favorite mud hens have 
never made it to post 
season play, here's your big 
chance to set up an 
October Surprise for them 
It's a seven-game series 
between two teams of your choice 

SEASON MODE Take the helm of your 

favorite ball club and lead them through a 26 , 
78- or 162-game season. You can trade players, 
restructure the lineup, shuffle the pitching 
rotation and more You're manager, coach 
and player! 


f the computerized ball clubs aren't enough of a challenge for you, you can 
| also match your skills against another player in Exhibition Mode play With 
a Game Link cable, two Game Boys and two Game Paks, you can set up 
Jany major league challenge you can imagine Even though the other play 

modes aren't available, you can still keep track of 
your stats and conduct your own mock season, 
play-off series or World Series 


SELECT GAME TYPE 


As good as the 
Al is in this game, 
you still can’t 
beJ»t the 
unpredict¬ 
ability of 
a human 
opponent! 
















































Leading off is great for getting extra 
bases, b Jt don't send the runner on a 
pap fly If he's more than halfway to the? 
next base and the ball is caught, he'll 
likely be thrown out 


hen you have \ man on base, lead him off by two 
or three steps by bo ding Select and pressing B 
once for each step Send the runner as soon as the 
ball is hit to gtve him a better chance of making it to the next 
base If you lead off by four steps, your runner will immedi¬ 
ately try to .steal It's risky, but you can try to steal on a slow 
pitch or rf your opponent has a so-so catcher. Computerized 
runners always lead off by three steps They're nearly impos¬ 
sible to pick off, but if they try to steal, you can beat them to 
the next base if you have a strong catcher 


s we mentioned this game includes all 28 major league teams and 
their actual rosters, and each player has been programmed according 
to his real-life counterpart's stats Most of the strategies you'll tise out 
will depend on who you have in your lineup, but here are a 
strategies that most any team can take advantage of at one time 
dunng a game We also recommend playing an Exhibition game 
or two to get used to the game control before jumping into Season play. 



hen playing against a human opponent, you'll probably want to use a pitcher with 
a high speed rating When playing against the computer, control is more important 

_ Computerized batters don't seem fazed by fast pitches, but they are often suckers 

for a curve ball on the outside corner Remember that you can direct the ball with the Control 
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Keep an eye on your starting 
pitcher as the game progress¬ 
es When he starts panting 
with fatigue, call down to the 
bullpen for a relief pitcher 


' 


fw lelding is possibly the most challenging part of this gan*., 
ft JB so use the Auto Field feature until you get used to the con- 
I ■ trol Watch how the computer directs the fielders and the 
UP angles at which they approach the ball The key to manu¬ 
al fielding is Judging the speed and direction of the ball Don't 
think about where the ball is now, but think about where the ball 
is going and whal you have to do to get your fielder to that par¬ 
ticular spot The idea Is to intercept the ball, not chase after it 
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e'vc put together a scouting report on the top pitchers and hitters for each team, plus 
some management tips that may help on the bumpy road through Season Mode and on 
to the World Series Of course, stats don’t tell the whole story of a player or a team, and 
it will be up to you to get the most out of your chosen ball club Keep an eye; on individual player 
performance's and don't be afraid to tinker with your team's batting order or pitching rotation 


m 


Piazza has made quite a name for himself as his 
club's top run producer batting 326 for his 
Gareer, while Karros is very solid m the clutch 
{a'94 ’96 average of 275) Mondesi cen bn 
streaky, but he's monstrous when he’s "on" 
Nomo, the sensations! 1995 Rookie of the Year, 
ts the obvious backbone of your pitching staff 


3 


M. PIAZZA 
E. KARROS 
R. MONDESI 


31/0 
23/IB 
43/RF 


TOP 3 


H. NDMD 
R. MARTINE2 
T. WORRELL 


/ 

3B/CL 



Even though he was walked an amazing 151 
times in 1996, Barry Bonds still managed to 
comeawnywitha 308 average 42 homers 
and 129 RBIs Play with the lineup and try to 
put good hitters before and after him in the 
order At 35, Gardner is in no danger of slowing 
down This seasoned nght -hander is your top 
pitching pick 


G- HILL 


34/RF 


J. KENT 

_ TOP 3 

M. GARDNER 

d. fernande: 


47/CL 


This is a team of solid hitters with absolutely 
no bums in the bunch Lead off the batting 
order with Cora, Rodriguez, Griffey and 
Martinez The Big Unit, Randy Johnson, is the 
cornerstone of the pitching staff In Season 
play, try using four leftios and one right hander 
in the rotatioa 


3-B A TT F. B& 


* ~ ~ ~- 

The Padre s clinched the ML West titV lest 
year, and they could be primed to do it again 
this year Unlike Seattle, which relies on the 
long ball, Snn Diego gets along with consis¬ 
tent, solid base hitting Ashby's superb control 
makes him a contender for the No 1 pitching 
spot, while Hamilton is the other top pick 

_ TOP 3 g 


K. GRIFFEY JR. 
E. MARTINEZ 
A. RDDRIGUEZ 


24/CF 

11/DH 


i_E 


S. FINLEY 

T. GWYNN 
K. CAMINITI 

X OP 3 


12/CF 

X9/RF 


j 


R. JDHNSDN 
J. FASSERD 
J. MDYER 


50/ 


J. HAMILTON 
A. ASHBY 
T. HOFFMAN 


51/CL 


#► 


McGwire Should play the cleanup role, batting 
fourth in the order Giambi saw his stats drop in 
the second half of '96, but he can play several 
positions m II, including left field, first end 
third base He can even be the designated hit¬ 
ter in a pinch Prieto and Karsay are good 
starters, but you should trade for more pitch¬ 
ing power 

TOP 


M. MCGWIRE 
G. BERRDA 
J. GIAMBI 


25/IB 

29/RF 

16/LF 


TOP 3 PITCHEH 


A. PRIETO 


B. TAYLDR 


Rodnguez was usually second m the batting 
order for the Rangers last y«ar, a role he 
Should fill admirably again Tor you He's also a 
powerful catcher and few base runners will 
beat his throw to second Hill belongs m the 
No 1 pitching spot while Witt can be moved 
around Wetteland has a ternf ic fastball and a 
curve, too 


3 


l. rddrigue: 


J. GONZALEZ 


7/C 

29/LF 

±9/RF 


TOP 3 PI TCHERS 


K. HILL 
B. WITT 
J. 



ANAHEIM 
’ | ANGELS 

Versatility is the Angols' game trstad is now a 
first baseman, but you can platoon him at 
other posrtions Salmon is the most reliable 
hitter and cpn be dropped anywhere in the bet 
ting order Place Finley at the top of the pitch¬ 
ing rotation, with Dickson at third or fourth 
Porcivcil is your logical closer; but don't over- 
warkhim 


D. ERSTAD 
J. EDMONDS 
T. SALMON 

TOP 3 PIT 


25/CF 

1S/RF 


C. FINLEY 
J. DICKSON 


They may be getting older, but the Rockies' 
top three batters remain a force to be reck¬ 
oned with This team won't be known for base 
running or base stealing, but the defense won t 
let you down Give Swift □ chance tn the middle 
of the pitching rotation, but when he s up, 
keep Ruffin ready to take over in the sixth or 
seventh inning 


L. WALKER 
A.GALARRAGA 
D. BICHETTE 

3 


K. RITZ 
B* SWIFT 
B. RUFFIN 


30/SP 
20 /SP 
IB/CL 


■ POSITION 




JERSEY NUMBER 


THIRD BASE 
LEFT FIELD 
CENTER FIELD 
RF RIGHT FIEtijr* 

DlT^*^ DESI GNAT EljfeH ITT] 

STARTING P&CHI 
RL -'-^BELIEF PITCHEI 
CLOSER 

VOLUME 99 
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McRae is often the catalyst for an explosion 
of hits Place him second in the order, foflowed 
by Grecc and Sosa Trachsel had many career 
highs last year, which is nosurpnsc, given his 
speed *nd stamina ratfngs Mu/holhnd ranks 
I ower in those a rtas but has a sm el I edge in 
control 


56/CF 


IVI. GRACE 


TDP 3 PITCHERS 


T. IWULHDLLANP 
M. 




MILWAUKEE 


The default batting order is aood for bath runs 
-:nd stolen bases Cirillocan oat anywhere 
from first to fifth D'Amico had some rocky 
times in his rookie year, bat he's promising 
His ERA is a bit high and his stamina only 
average (keep a lid on the pitch count), but he's 
well balanced 


RS 


J. CIRILLO 
D. NILSSON 
J. JAHA 

B. MCDONALD 
J. D'AMICO 
D. JONES 


L4/OH 

32/LB 

40/5P 

L3/SP 

43/CL 


INDIANS 

With the acquisition of Williams,Thome 
becomes the storting first baseman, but he 
certjnly won t give up his role as a top produc¬ 
er Move Thome into cleanup :f hi-'shitting 
well Nagy will give you ots of strikeouts, 
with McDowell close behind Muss has speed 
but nolegs 


| J. THOME 
M. WILLIAMS 
D. JUSTICE 

TOR 3 PITCHER 


C. NAOY 
J. MCDOWELL 
J. MESA 


4L/SP 
29/SP 
49/CL 



You II need to piny with the Pirates' batting 
order to get the most out of them. Kendall had 
a good rookie year and should do well as the 
second hitter Martin was the No 2 batter last 
year but could be moved to No 3,4 or 5 Ericks 
will do well m short relief or as the closer 


RS 


K. ELSTER 
A. MARTIN 
J. KENDALL 


[RICKS 


34/SP 

S7/CL 


Thu Astros don t have power, but they can 
wear you down with bast hitting As long as 
you can keep the pitching in sync, this team 
could go far Reynolds is a reliable workhorse 
who will give you lots of innings and strske- 
outs Kile can do the seme, but hes less 
consistent 


7/2B 

5/LB 

L4/CF 


S REYNOLDS 
D. KILE 
B. WAGNER 

miENDD POWER 


57/S P 
L3/CL 


CINCINNATI 
REDS 

If you go forRBIs nnd not homers, the Reds will 
do well by you At 29, Sanders is in the prime oF 
his career, nnd you can count on the nght-han- 
der tobrt 300 and steal a lot of bases, too 
Burbn is a starter a gain, but send him back to 
relief if he faltr rs Trade for more pitching! 


3 UA 


:rs 


H. MORRIS 
B. LARKIN LL/5 5 

R- SANDERS L6/RF 

TOR 3 PITCHERS _ 


J. SMILEY 
D. BURBA 
J. BRANTLEY 


• MINNE 
TWINS 

Knoblauch is a rock as the lead off man At 
40, Molitor continues to amaze as the No 3 
hitter Play with tha No 2 spot to see who 
can get on base consistently to give Molitor 
a chance to drive in more runs Control is 
Tewksbury's strength, but he may give up a 
few too many homers. 


C. KIMDBLAUCH 
R. MOLITOR 
M. CORDOVA 


4/OH 

40/LF 


B. RADKI 


R. AGUILERA 


3B/CL 


Like the Astros, the Royals rely on consistent 
hasp hitting, not the long ball, to score runs 
More than half your starting players have 
above average defense stats, so take advan¬ 
tage of that Belcher will be a key starter 
sornewhbre below Appier, nnd don't be afraid 
to bum pup Rosado 


K 

T. BELCHER 
J. ROSADD 


Ca n you say, 'offensive strength ? With 
Thomas, Belle -md\fentura batting third, fourth 
and fifth, you should have no problem produc 
ing 500 hits in a season from them alone 
N avarro narrowly be a ts out Al vb rez s s the No. 
1 starter Henandcz has a screaming fastball, 
but give him lots of rest 


F. THOMAS 
A. BELLE 
R- VENTURA 

TDP 3 PITCH! 


J. NAVARRD 
W_ ALVAREZ 
R. HERN AN Dl 


40/SP 
39/RL 


With Jordan, Gant and Lankford in their default 
spots, you should be able to bang out 70+ 
homers from them on the year After so-so 
stints with San Diego and Seattle, Bents 
(Andy, not Alan) has finally settled dcwvn. 
Expect great speed but little control from this 
veteran nght-hnnder 


B. JDRDAN 
R. GANT 
R. LANKFORD 

TD P 3 PIT 





































































. if Ties is loadoff t ittdr, but you might 
switch him with Mor ndini If Mor ndim can 
gat on 1 and stua! consistently, this will 
maf - Jeff .has, Brogna andT ^tabul! ^ven 
mor - thi idtening. litre's little stamina in the. 
rotation, so go to tl bullpen of tun. Bott lico 
isyourclos <r 


Rere% another powerhouse AL team that 
won't disappoint Picking the top three batters 
out of the lineup was nit-picking, indeed You 
won't get much long relief from the bullpen, 
but Rivera can give you two solid innings (and a 
scorching fastball) as your No 1 closer 


If you're talking RBIs, you're talking Qroles 
Six of your starters batted over 273 and had 
82+ RBIs for '96 As for pitching, don't let the 
highERAs fool you Mussina, Key and Erickson 
all have superb controi With afiw-man rota¬ 
tion, you'll have no problem holding a .500+ win 
percentage 


13. ANOERSOr 
R. PALMEIRO 
C. RIPKEN JR 


Besides impressive batting and defense, young 
Mr Garciaparm has shown solid base running, 
something you won t see from many Sox. 

Na .bring had it toughm'96, but you can count 
on him and Vaughn to swing away It's a bit 
scary when a reliever (Slocumb) has your 
team's best ERA 


IVl. VAUGHN 
T. NAEHRING 


JR. PRESENTS: MLB 


With thw ibove avenge spied r tings across 
thd be ird, you could mike base stealing the _ 
Braves' trademark mov... Add in some fnse hit 
ting, and the Brav is could b <camt th« it igud's 
RBI machine \bur top thrtt pitchers should 
give you lots of complete g m s with no relief 
pitching n jded. 


K. LOFTON 
e_ JONES 
F. MCGRIFF 


7/CF 


G. MADDUX 
T. GLAVINE 


47/SP 


Sheffield Bonilla and A!ou all have high power 
and batting stats Brown -s a "thrcc-fer" with 
greet speed, phenomenal control andgobs of 
stamina, which helped him attain a major- 
league leading 189 ERA last year Your No 1 
closer, Nun, is right on his heels with a 195 
ERA! 


G. SHEFFIELO 
B. BONILLA 
M. ALOU 1.8/LF 

TOP 3 PITCHERS 


K- BROWN 
A. FERNANOEZ 
R. NEN 


31/CL 




Grudzifanek and White can st ay where they 
are, but you might try putting Rodriguez into 
tho cleanup spot after White Bullihger 
returns to a starter post after some time in 
the bullpen His control leaves something to be 
desired but give him a chance in the No 2 spot 
behind Martinez, 

TOP 3 BATTERS _ 


M. GRUOZILANEK 
H. ROORIGUEZ 
R. WHITE 

T OP 3 Pi 


40/LF 


P. MARTINEZ 
J. BULLINGER 
U. URBINA 


41./CL 


Delgado shows signs of brpekmp out nse 
power hitter, buthe'll noed more seasoning 
For variety, you might put Delgado at first base 
end have Carter be DH from time to time 
Hentgen returns is Toronto's ace pitcher 
Place Clemens and Guzman in the No 2 and No 
3 spots 


C. OELGADO 
J. CARTER 
E, SPRAGUE JR. 

_T OP 3 

P. HENTGEN 
R. CLEMENS 
J. GUZMAN 


33/3B 


41/SP 


NEW YORK 
METS 

Johnson had a terrific '96 season, marking his 
return to the NL with a 333 average and 69 
RBIs You might switch Olerud with Baerga in 
the order, but keep Gitkey and Hundley where 
they are Muts' pitching won't thrill, but at 
least Franco and Jordan can manage low ERAs 
m relief 


L. JOHNSON 
B. GILKEY 
T. HUNOLEY 

¥ OP 3 PI 

M. CLARK 
B. JONES 
J_ FRANCO 


1/CF 

23/LF 

S/C 


31/CL 


Fryman has beer bumpgd back to third base, 
but he can play shortstop well, too With his 
320 avenge and 81 RBIs, move Higgmson to 
the heart of the order An injury skewed 
Johnson's numbers last year Expect better 
things from him, esppcia ly with hts good 
speed and stamina. 


T. FRYMAN 


B. HIGGINSON 


J. THOMPSON 
O. OLIVARES 
T. JONES 
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Players Poll-Volume 99 

Here’s the deal: Fill out this card and send 
it to us, and you*!! have a shot at winning 
some super prizes in this month’s Player’s 
Poll Contest! 

Chock ouf the list on psga 106, Ihen writ* down the numbers for your 
fcve favorite games in order of preference, with your top choice first 

A SuparNES 1,_ 2_3_ A _ 5_ 

B Garre Boy 1_ 2,_ 3_ A __ 5_ 

C Nintendo 641_ 2_ 3._ A _ 5_ 

D Which five products arc you most Interested in playing? 

1._ 2. _ 3_ 4_ 5_ 

E How old are you*? 

1 Under 6 2 e-11 3 12-14 4 15-17 5 16 24 6 25 or oldar 
F Sex 

1 Male 2 Femate 

G What type of game do you most like to see featured on our cover? 

1 Action 2 Adventure 3 Fighting 4 Puzzle 

5 RPG 6 Simulation 7 Spoils 

H What info do you most like fo see hyped on our cover? 

1 Codos 2 Previews 3 Reviews 4 Exclusive fntormatlon 

5 Contests 6 Epic Center 

I What feature on the cover catches your eye the most? 

1 Headlines 2 Characters 3 Colors 


N 


Address 


City 


BACK ISSUE/PLAYER’S GUIDE ORDER FORM 

Catch up on fhs classics! Order from ftrr.onq the Nintendo Power 
issues listed on Ihu back of this form The puces shown Include 
the cost of shipping and handling 


Name 


AdJrc-i 


City Suie/Frov 

Zipflnral Cede 

Talej'hcoc Ni>. 

Flo.we check method of payment: 

Q Check »r Mt «>tfj Ordoc Q Mut^Carr’ Q Vtt 
(Payatte tc hunted-.) 

Msmfc,rjhip Nc. 

Cr*«ft Gird Number 

Exp3rzdnn Date 

{ ) 

CafdholJpf's Signature 

Tel'fdwne No. 


Cirtfvliter's N«me 


State/Prov Zip/Portal 

Code 



I 


Age . 

MBRff L_ 

(Local**! at>ove your name «n the fwiihia -^) 

( ) 


T^cphone No 


J How would you evaluate your gaming experience with the Rumble Pak? 

1 It made it more fun 2 It was okay 
3 It bothored me 4 I haven I tri«d the Humble Pak yet 

K How would you evaluate the Rumbfe Pak’s performance? 

1 It rumbled too much 2 IT didn t rumble enough 
3 It rocked my world 

L Would you like to sse more gam*s made compatible with th* Rumble Pak? 

1 Yes 2 No 3 f don’t care 

M Do you plan on buying extra Rumbfe Peks? 

1 Yes 2 No 

N Does GddenEye’s compatibility with the Rumble Pak make the gmore appealing to you? 
1 Yes 2 No 

Trivia Question In Star Fox 64 wha* kind of animal Is Peppy7 

Answer_ _ _ _ _ _ — 

Mail in your card now, and keep your fingers crossed' 



This season, the weather’s not the only thing that’s heating 
up! More and more games are blazing on over, so you’re 
going to need the help of the pros to avoid getting smoked. 
Our Players’ Guides and Nintendo back issues are stuffed 
with the hot info, strategies, tips and tricks that’ll help you 
burn the competition. And if you need time to cool off, sit 
back with the breezy comic book adventures in our 
Graphic Novels. So stock up and keep your gaming on fire! 
To get the goods shipped straight to your home, send your 
order form tos 

Nintendo Power Magazine 

P.O. Box 97032 

Redmond, WA 98073-9732 
























































Place 

First Class 
Stamp 
Here 


Nintendo Power 

P.O. BOX 97062 
Redmond, WA 98073-9762 



Quantity 

{Limit 5 ol each issue) 


#35400 . 

Volume 38 (July 97) 

#35368 

Volume 87 {June 87) 

#35383 

Volume 36 (May 97) 

#35387 

Volume 85 {Apr 37} 

£35338 . 

Volume 94{M «r 37} 

#33550 

Volume 82 (Jen *97) 

#33548 

Volume 31 (Dec 36} 

#33548 

Volume 90 (Nov. 98} 

#33547 . 

Volume 83 (Oct. 96} 

#33545 . 

Volume 88 {Sept 96) 

#33545 . 

Volume 87 {Aug 96) 

#33544 

Volume 88 {July 96) 

#33543 

Volume 85 (June 98) 

#33542 

Volum* »4 (May 96) 

#33541 

Volume 83 (Apr ‘95) 

#33540 . 

Volume 82 (Mar *96) 

#33539 

Volume 81 (Fob. Sfi) 

#27653 

Volume 67{Dec.‘94) 

#35514 

Sot (Vol 80-65) 

#33847 

Set (Vol. 74-79) 

#33940 _ 

Set (Vol 63 73) 

#33103 

Sat(Vol 56 61) 

#32530 

Set (Vol 44 45) 

#23434 

Set (Vol 32 37) 

#27127 . 

SfctiVbl 25-31) 

#26641 . 

Set {Vol 20-25} 

#24945 . 

Set {Vol 13-19) 

#20635 

Set{Vbl 1-fi) 


U.S 

Price 

$550 
$550 
$550 
S5.50 
$5 50 
$5 50 
$5 50 
$550 
S550 
$5 50 
S550 
$5.50 
S550 
$550 
S5 50 
S550 
S5 50 
5550 
S24.00 
$24.00 
S 2 4.00 
£24.00 
SZ4-00 
$2400 
$24 00 
$24.00 
$24 00 
$24.00 


Canadian 

Price 

$7.00 
$750 
$7 00 
$700 
$2 00 
$7.00 
$7.00 
S7 00 
$7 00 
$750 
57 00 
$7 00 
$750 
$7 00 
$7 00 
$750 
S7 00 
$7 00 
S2G00 
$25 00 
$26 00 
£2600 
$2600 
$2600 
$2600 
$2600 
S2C.00 

moo 


Total 


Amount 



#21121 

Streiegy Guides 

Firml Fantasy (Vd T7) 

£5 50 

$700 

s 

#18567 

Super M.ino Bros. 3 {VoL 13} 
Players'Guidos 

Star Fox 84 

S550 

$7X10 

« 

#35825 

$13.00 

31730 ' 

S 

#35578 . 

Nt-«noKnrtf4 

$1100 

$1450 

$ 

#34576 . 

DKC 3: a^Kb^iDfiuKs TwWe 

S13Q0 

$17 50 

$. 

#34484 _ 

SuperM;moR4 

$1300 

$1750 

8 

#34039 

Super Mi <io RP6 

S130Q 

$17 50 

$ 

#32588 _ 

DKCzaddvsfConuQtJust 

$7300 

$1800 

$ 

#32523 

SuP^fVtoVUpridZVfashls bland $1300 

S1750 

8 

#33340 _ 

Chrono Tngger 

$18X0 

$2550 

8 

#32587 

KJer Instinct 

$1300 

$1750 

S. 

#30143 

Donkey Kong Country 

$1300 

$17 50 

$. 

#28022 

Super Wctrcxd 

StreetRghter II Turbo 

81300 

SI750 

$ 

#27640 _ 

$1800 

$2550 

$ 

#27818 

Mara Paint 

S1300 

$1750 

$ 

#25858 

Top Secret Password 3ook 

£1800 

$2550 

$ 

#25013 _ 

Zeldn—A Link ta the Past 

$18.00 

$2550 

s 

#24330 _ 

Super IVES 

$1800 

$2550 

$ 

#22403 

NESGamn Atlas 

$1800 

825 50 

$. 

#27842 „ 

Graphic Novels 

Leaend of Zelfo Comic Book 

$1300 

$1750 

$ 

#27643 . 

Sups r Mario Adventures Cook Boo) $12.00 

$16.00 

s. 


Vfesfmglon State r»s^»nts Wirt E Imoltr^ty ''V 09^1 Subtotal 8 

applies last Allow tartes* w2ks fw defivtfy &icksp tfr cardsbogwitiyMs paym^t ——— -— 

offTr-ftcfflf' nfr^ip^ ha stag'd enwiep«3«im3flior*«s»4*utE Sales Tut 5 

Nim.rfwW'i Pftttrr Mogartfa Total $ 

HO. b*< ST&32 * 

R*riimvl WASEQ73-973Z 


AfcfiT Hurt# and tmli m't-fi tftf Htj 3/0 atthe* snir* 'vfnrfrzfiM* ir *rfy •im*' ■unf'A*; ifteMe shawm anttwurtbft 

ftw* *ityKt f# V»ngc W’fHOfinotkn 





















































































































You'll have to 
make room fo 


mw 











































YOUR. VOTE 

courus! 

YOU G * N'T WIN 
IF YOU DON'T 
SEND IT INI 


Mace 64 


N64! 


MTICIAL CONTEST RULES 

Ne pnlHi necessary: la enter, either 
fit oat Jit Player's Falk raepettc* cad ar 
print yaar nan a, aMraaa, t»l«pk©M 

■umber, Yef. 99, and ifia answai ta the 
trivia guestteh in a plan 3 f/2* X 5' carl. 
Kail v w 1 mry t ■» th« address: 


Much smaller package 


NINTENDO POWER 
PLAYER'S POLL VOL 99 
PO BOX 97062 
REDMONO. WA 99073-9762 


One entry per parson, please. All entries 
must La postmarked no lefor thuu 
September 1,1997 We or© not responsi¬ 
ble for lost or misdirected mad On or 
about September 15,1997, winners wQI 
ho randomly drawn fmm among all ©llgi- 
hle entries. By accepting thrnr prizes, 
winners cuoaant to the use of their 
oanws, photographs, or other llhottessiti 
for the purpose of ndvwhsomwot* or 
promotronc no behalf of "Nintendo 
Power" magazme ond Nmtendn of 
AinencB Inc, {NOA) without further com¬ 
pensation Prizes ere limited to one per 
houaotiolrt. Cheneee of wmmng era 
determined by the totel namber of 
entiles received. Th< relio of prizes to 
entry cards distributed rs 561,000,000 
No substitution of prizes is permitted- All 
prizes will be awarded, lb receive a list 
of winners, send your request to the 
address above after September 3Q, 1097 
GRAND PRIZE. The Grand Pnze Whiner 
will receive e Meee The Dsib Age 
arcade game and a Moce 64 damn P«ik 
for the Nintendo 64. Some restrictions 
apply. Valid only m the U $. and Caoadfi 
Void where pnifntiiled by law Not open 
to employees of NOA its affiliates, 
ooenciee or their rmmodrate faTtiilrOE: 
Thi* contest is oubject to oil feder&l, 
Mate and tr.eal tows end reQulatwns 


Become a Mace arcade acel 
We'll get veu started with a 


Nintendo Power 










f you're playing in Hard or Jedi made, use Seeker 
Missiles on the storm troopers waiting for you 
at the end of the fragmenting hallway 


Run as fast as you can down the right side of 
Hoths splitting corridor, then leap across the 
expanding crevasse at thf? end 


V ou can't afford to waste any time 
crossing Hoth's fragmenting hallway 
Kun along the right side of the corridor 
3b fast as you can, then leap to dear the 
expanding chasm near the door If you're 
playing Jedi or Hard mode, the storm troop¬ 
ers waiting at the end of the hallway are a 
ck adly obstacle 1 Use a Seeker Missile and 
fire your blaster repeatedly down the hall¬ 
way before you start your run This way 
you'll take them out before they can hrt you 




Use the jetpack to hop across tiny platforms 
dividing the- chasm in the Gall Spaceport 


vssfi. 


Y ou'll use the jetpack to cross the 
chasm in the Gall Spacepoit Your 
jttpack has 2 limited amount of 
thrust, so the key to making a safe cross 
ing is planning your route before you 
blast off Line yourself up with the rock 


platform you're trying to reach before tak 
ing off Jump toward your landing target, 
then e ngage the jetpack Conserve fue I by 
traveling in a straight line- don't waste 
valuable thrust power by moving side to 
side The top-view perspective is ideal for 


centering Dash over the landing area, but 
it's hard to see potential hazards in the 
distance The Gun Turrets here are 
designed to distract you and waste your 
fuel, so use your Seeker Missiles to 
destroy them as quickly as possible 


Don t waste time or fuel Fire your Seekers at 
the Gun Turre ts to quickly eliminate any threats 


© NINTENDO POWER 

























































B about four rocks, which refers to the 
entrance of the Lost World To get 
there you must have the Hover Craft or 
the Turbo Ski Motor your way above 
Kremwood Forest on the Ovtrworld 
Screen and circle clockwise around the 
outside of the four boulders while hold¬ 
ing the Y Button If you circle enough 
times, a volcano will rise out of the water 
This is the entrance to the Lost World 


Blunder Bear blurts out the secret about tho 
four iocks leading to the Lost World 


Circle clockwise around the four rocks above 
Kremwood Forest while holding the Y Button 



m any players consider Riverside 
Race to be the toughest level in 
Kremwood Forest If you're tired 
of trying to flee from the biting swarm of 


bugs, you can warp your way to the end 
of the level by jumping into a hidden 
Warp Barrel Have Dixie and Kiddy run 
to the right until they cross the level's first 


body of water Stand on the right bank of 
the pond and have Kiddy leap and toss 
Dixie up and to the left If your aim 15 
true, Dixie will land in the Warp Barrel 


If the bombmating buzzing of these biting bugs 
are busting you up, leap into a Warp Barrel 


Lead Dixie and Kiddy across the first pond, then 
stand on the right bank and do a Team loss. 


If Kiddy leaps and throws Dixie high above the 
water, she II land in a hidden Warp Barrel 



HO iff 1111 fCLIItlE THE BBJRRELS III BRRREL 




eapmg across the four falling barrels in 
Barrel Drop Bounce is one of the 
toughest seque nces in the entire game 


While you can make the crossing using 


Kiddy, Dixie's light frame and hovering 
Helicopter Spin make her an ideal candi 
date for this challenge Try landing on the 
first barrel as it appears on the screen, then 



jump across the other three as quickly as 
possible If you spend as little time as pos¬ 
sible on each barrel, you': have no prob¬ 
lem completing the rest of the level 



Climbing up these four falling barrels is consid 
ered one of the toughest challenges in DKC 3 



It's possible to make the crossing with Kiddy, 
but Dixie is easier to use on long leaps 



The trick is to spend ss little time as possible 
on each barrel as you leap up the waterfall 

VOLUME 99 


































































Y ou'll need to reach the underwater 
tunnels in the Havoc District if you 
want to max out your Radiation 
Dispersal Unit (RDU) score Blast off in ] 
Bomb and land on the cliff above the Blast 
Corps truck On the ledge you'll find a dark 
patch of grass If you step on the grass, 
you'll drop down inside the tunnel level 
Exit ]-Bomb and leap into the Muscle Car 
to sweep up tht remaining ROUs 


While flying across the lake, many players spot 
these easy to see hut hard to access tunnels 


Step on This dark square of grass to fall dowr into 
the tunnel Nowyou can get the rest of the RDUs. 





Y ou'll need to find the J-Bomb to locate 
the Communications Tower Push the 
TNT into the block behind the tram 
at the start of the level Load the Ram Dozer 


on the flatbed and drive the tram to the sta¬ 
tion Demolish the train station and push 
the TNT onto the flatbed Ride the tram to 
tht right and park the flatbed m front of the 


statue After the TNT explodes, you'll find 
the J-Bomb Fly to the spot where the mis¬ 
sile transport started in the level and you' 
locate the Communications Tower 



Use Tie Ram Dozor to push the TNT into the stone 
bl ock behind the tram at the start of the level 



Knock over the tram station support poles to find 
a special explosive with a delayed fuse 



Fly the J Bomb up to where the Missile Transport 
entered the level \bu II find the tower there 



[. IPHEBE IS THE CVCLOttE SUIT III EfflBEfl HflffllET? 



I f you use the Ballista and its meager 
inventory of twenty missiles, you'l 
get burred at least a dozen times try¬ 
ing to complete Ember Hamlet The 



The BaHista barely has enough missiles to finish 
Ember Hamlet, but this barn hides a better vehicle 


Cyclone Suit is your ticket to easy street 
Blast the bam adjacent to the missile 
boxes to find it The suit is a massive 
mech that can flip through the structures 



Blast the end of the barn closest to the missile 
boxes and you II find the Cyclone Suit 


blocking the missile carrier's path If 
you're fast enough, you can demolish all 
tht buildings before the missile earner 
completes its route 



Tbs s a piece of cake! Tho Cyclone Suit can clear a 
path for the missile earner within a few seconds 


iwimo power 






























































► LDOriEV TUI1ES 





HDIII DO I DEFEAT THE IDITCH HUD THE STflfl? 


P orky Fig Flies into a bewitching con¬ 
frontation in Stage 3 A wicked 
wrtch and her stellar familiar are fly¬ 
ing around the screen Remain on the left 
side of the screen and shoot the witch 
with 50 stars as rapidly as possible After 
she is defeated, her pet star will swell to 
galactic proportions and throw a spoon 
and fork at you Shoot the spoon and fork 
before you aim at the star Thb star will go 
nova when you blast it 100 times 




•v ..-A.. 



'-v** -W - ^ *** 



Stay on the left side of the screen Pnd shoot 
your stars at the witch as fast as possible 


v -n3@T/ h 


Thi- star will attack otter you defeat the witch. 
Dodge the spoon and fork before returning fire 




HDUi n I DEFEAT ELMER FUED? 



E lmer Fuda is waiting for Bugs Bunny at 
the end of Hare Beware, the game's 
final stage Elmer is proud of his hat, 
and you'll distract him if you rum it The 
quickest way to do this is to jump or the 


hal eight times You can throw your disk at 
Elmer, but it will take sixteen hits. Elmer will 
have a tantrum when his hat is smashed 
Uap over his bullets and jump on his head 
At this point you'll be eight stomps away 


from winning the game You can also use 
your disk attack, but this method will take 
twice as many hits If you're not counting 
blows, you can speed up the battle by com¬ 
bining your disk and stomp attacks 


i 




J*r me ** 




Thn quickest way to distract Elmer is to stomp on 
his hat eight times. You can also throw your disk 


You're halfway through the battle when Elmer 
loses his hot Now you need to jump on his hoad 


If you want to speed up this final battle, try mix¬ 
ing your head stomps with your disk attacks 




►► 


R 


IF*—“ 


n the USR "all: 

-9DD-2aa-o?o? 

(*1 50 per mmuto. Callers under IB 
Ti ssd parenta l percus sion to call), „ 


1 


Q&A FAST FACTS 


Or write ttr Counselors' Comer 

Pa Bax 97033, Rui/iond, WA 93073-9733 


Canada Ca 1 1 

1-9011 451-4400 

($ 2.00 pr3rTninute,CG3icrs under 18 
netd perunt \\ permission to mil I 



TURQK: DinOSflllR 
HUIITER 


- ■—' 1 1 

Q: What are those yehow flushes I ku-p 
seeing in the Ruins? 

fl: Those are secret passages Try searching 
around the area when you see a flash 

II: Arc there different ertfings m the game? 

fl: No 

([; What do the monkeys do? 
fl: They're therefor realism Itsajungluf 




Room 64 


Is there a difference between scvmg on a 
Controller Pskandsaving using a password 7 

A: No. The result is the same, 

fl: Tbs room is too dark* 1 cent seel 

fl: Adjust th» Brightness using the Options 

M*nu. 

Q: Can I save my cheat options 7 

ft: No. 


TEClfl’S SECRET OF 
THE STRRS 


Q: Can I trade gold between my parties 7 
fl: No tou con trade only items 

Q: Wtere do 1 go to trade items 7 
fl: Visit the Storage House s Old Kill 

fl; Where can I find a Blacksmith? 
fl: You’ll find one in Codo 
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Game Boy eight years ago, 


When the first Tetris game debuted on 
the world became "Tetrisized," and the game went on to become 
the most popular puzzler of all time It you count the recently 
announced Tctnsphere for N64, there have been a dozen Tetris- 
style puzzle games on four different Nintendo systems Only a 
certain mustached man from the Mushroom Kingdom has sur¬ 
passed this record. Tetris Plus combines the original classic with a 
now, 100 level puzzle adventure 


Tfetrta 1997 Elcrg. Onglnal concept will design 
by AI**«Y PeJItnov 

tetris Plus*? W96 The Tetris Company. Tetrii* 
and Tetns Phis’* are subtfcensed to^aJfCoLt^ 
by the Tetns Company. 

All Righte Reserved 


IT'S THE ORIGinRI* w* n ^ 

R TETRRD TUIISTl TETRIS ^ 

HRS FZVC QIFFSREflT niDDSS OF PUT'^^ 
RRflGIItG FROm THE CLRSSIC TO R HEW RRT 
TERV-BRCHED PUZZbZ MODE. 


UNDO POWER 
























































Classic Tetris is the bust selling version that has been 
available on the NES, Game Boy and Super NES The 

object is to place random tetrad 
shapes to form lines. Each com¬ 
plete line will disappear and 
reduce your rising pile The 
game ends when your stack 
touches the top of the screen 


Puzzle mode uses the same tetrads as Classic 
Tetris, but the strategies you use in this game 
are different from other Tetris games you've 
played The object is to clear a two-block wide 
hole in the floor so the Professor can escape 
from the chamber before the chamber's spiked 
ceiling drops down and crushes him. You 7 !! find 
additional Puzzle Mode strategies on 
the next page 


Use the random tntrads to clear a 
two-block wide escape route for tho 
professor through the bottom of the 
floor. Thu game has 100 stages, and a 
battery-backed memory records your 
progress and best times. 


Be o game 
developer and 
design your 
own Puzzle 
mode stages Edit mode lets you create 
ten individual stages to suit your own 
game skills When you're done designing 
and testing your puzzles, the game will 
let you save the levels so you can try 
them out on your friends See if you can 
create an unbeatable level—then beat it! 


There are two winning strategies in two-play¬ 
er, Game Link Vs Mode You can create an 
exit for your professor first, or you can clear as 
many lines as possible and lower the ceiling 
on your opponent Players begin each game 
with the same puzzle and tetrads 













































































































































a or l 
shaped tetrads 
are the tough¬ 
est blocks to 
piece in the 
game Try to 
place them so 
you can fill m 
around their 
notches with 
other blocks 


The first rule to solving a puz 
zle stage is not to leave any 
holes between the tetrads you 
add to your stack Each time 
you leave a hole, you're mak¬ 
ing the puzzle harder to solve 
All the lints you add to the 
stage should be seamless 


Gamers general 
!y consider the 
four-block long 
"Stick" tetrads 
to bo the easi¬ 
est to place Try 
to use them on 
solid block for¬ 
mations next to 
the walls 




It's okay to drop blocks on the 
P^ofessor-ho'll move out of the 
way Just make sure he doesn't 
climb into the ceiling 


f Attack each puzzle line 
k by line, starting at the 
^ top and working 
I your way down to the 
bottom Stack the tetrads 
so they fill in the holes on 
each row one at a time If 
you have to set an unwanted 
piece aside, p.ace it on a 
solid column of blocks 
Later in the stage, afte<* 
you've eliminated most of 
the holes in the puzzle, you 
can pick and choose your 
tetrads by adopting the 
junk pile strategy 


The spiked ceiling can oat away 
unwanted tetrads on a junk pile stack 
but you'll eventually have to wear 
down your tallest stacks !f you | 
leave holes beneath them Keep ^1 
your lines block-solid and flat 


ruttiswl 


msifotrrl 


hkiu.w j 


Attack the top lines of the puzzles end 
keep i solid foundation under your 
stacks The junk piles in this stuck w»!l 
have to be reduced so the holes can be 
filled in on the bottom 


With the top lines cleared, there are 
lots of options for using any tetrad to 
clear the blocks on the left wall 


If you tackle each puzzle line by line, 
your strategy is focused and the task 
doesn't seem overwhelming 


imiron 
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TETRIS PIUS 


In Classic Tetris, you 
had to fit every tetrad 
into your rising pile. In 
Puzzle Mode, you can 
grind useless pieces 
into the ceiling by cre¬ 
ating a junk pile I he 
junk pile strategy 
works only if you cre¬ 
ate a solid, seamless 
stack of blocks If you 
leave holes beneath 
the pile, you'll have to 
wear down the stack 
before you can clear 
additional lines and 
free the* professor. 
Resort to using junk 
piles after you've filled 
in most of your holes 


If you drop this 
sauare tetrad 
where the 

Professor is 
standing, you'll 
be forced to wait 
around for a 
"stick' tetrad to 
clear the line at 
the bottom of the 
screen. You nead 
a junk pile 


IflltttsMl 




non- 


By creating a 
solid stack o f 
blocks along the 
nght wall, you can 
developajunk pile 
strategy Grind 
any unwanted 
tetrads into tho 
spiked ceiling 
without worrying 
about placing 
them. 


lftW|S«l| 




While there are 100 puzzles 
in the game, there is one vital 
strategy you can use to solve 
all of them. Before you start a 
sfaee, select a two-block 




Even if you picked tho exit m 
the right corner, the Professor 
hos a mind of his own and he 
made his way over to the left 
corner Adjust your strategy to 
fit youi circumstances With 
the lower line filled in, this 
Professor is ready to exit 


You can choose 
the right or left 
bottom comers as 
your exit in this 
stage It's impor¬ 
tant to pick an exit 
at the start of a 
level and focus on 
clcanng a path to 
it 


imrlam 
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C-tch wayfc, "polar'bearg! This month the arena's Wave 
Race Grcuftsplasf *5 down \Jn GJ icier Coast. This could be 
one of the slickest—if not th i - v quickWave R ice chal¬ 
lenges evgi to r **t the p:<ge!Tof > *rena. Just lik; I'ist month's 
challenge, ,ytfb can res^t the witer to Cilm on the Options 
menu, but Si. sure *l picture 'of the/ inkjng screen showing your Current Tin e 

fastest times vAft&fhill outwit! four Super Power S* mp$. 




Rack jtiup nd Knock'jtf dov^n! How ast t n yyu l rr-jj -.-T ' ;-i\ 

plti O,:on »fin . ->(.rv ? This . x‘ .r . ly cool • 

s shaped Ilk a bil .^mb 1 - and if s up to yoi to t jlldoze KgSgi “ 

th TNT ho>.^ into •' . six cu. Jftr'- stuffed me c u ; pocket. TTSTT^, ' 7 ^* 

T ike a pictui c of your best time on the red Blast Corps high 

score scieei so w. see your results. Th . 25f stest pool shirks willj.CQie four Supeij Power Stamps 
good for cash off awesome gear in the NintendoS’JDerJpQ^rSupplies Catalog. 


Baseball 


Winning Run, Jimmy Connors Pro Tennis Tour, Roger Clemens 


a*vi tap** 

LAPTtMi 

LAPtQ0’2?£8 
BffZr'te 
UP 3 o<r2? ?2 
TOTAL Q!’22"4S 


CHALLENGE #1 


BiST PiCORPS 
tvOi'22'W TOM 
2wO/‘2S f, <3 TOM 
3n*$f'29' , S? VOSM 
4r»0/‘32 n 33 VQStif 
57u0f , 32' , 9? WStft 
BiST LAP 

QQ 2? ti 7Q& 


CHALLENGE #2 


RANK LEVEL RIDER 


TIME 


EXPERT NAl 


EXPERT 


CHALLENGE #3 


TOLO HU; 


THE SECRETS OF TIME TRAVEL AND KOOPA THE QUICK TWISTING KY THE POOL 



























Garrison Kano 
Eric Kennedy 
Dan Koosed 
Aaron Larock 
Honj; It 
Jon Lewis 
Sha Lin 
Rory Mahood 
Mike Mahr 
Brandon Michel 
Malt Novotny 
Nico Parniso 
Ann Purcell 

Kryan Razzano 
MaLL Ivichcrcek 
Jimmy Kiddle 
Timmy Robinette 
Japhet Snntaro 
Stephanie Marshal! 
John Slump 
Matthew Spoor 
Kelley White 
Bohbie While 
Bradley Wilson 


ottering, kj 


David Wonn Gahanna, OH 40,310 
Vic Alexander Spokane, WA 40,070 
Charles Brown Front Royal, VA 39,530 
Japhet Santaro San Francisco, CA 39,440 
David Jefferson Mansfield, OH 39,050 
George Chiu Vestal, NY 38,7/10 
Mark Harpole Manchester, MO 3R,575 
Rrandon Trail Olympia, WA 38,540 
C.J Coll ms Red Rud, IL 38,465 
Michael Homuth Algonquin, IL 38,420 
Scoll Tresler Erie, PA 38,390 

Ricky Williams Georgetown, KY 38,390 
David Kemp Omaha, NE 38,210 
|osh Puskar Spring, TX 38,210 
Michael Clark Peter, SC 38,060 
David Leschak Jermyn, PA 33,040 
Joe Schuring Elgin, IL 30,005 


Scott Bauer 
Stefan Boerboom 
Frederic Roulc 
Jonathan Rryant 
Andrew Burton 
Marc Castro 
Chien-Yong Chen 
Rrran Corado 
Daniel Da Silveira 
Kandy Davis 
Wes Day 
Tim Eaton 
Keith Engel 
Byan Fitzpatrick 
Colton Goodrich 
Chuck Grant 
Andrew Hannon-Rizza 
Ty Henrie 
Kyle Houff 
Robert Jennings 
Michael Johnson 
Luke Kessler 
Garrison Kane 
William Koehn 
Danny Kroll 
David Lacoste 
7ach Lark 
Hongman Leung 
Albert Lin 
Eric Lopez 
Gins Malmquist 
Nick Matyas 
Christopher Melanson 
Andy Mrkva 
Samuel Penon . 

Lorie Reece 
Somer Rios / 

Jason Rockwell 
Joe Romano 
Derek Sadoto — 

Malt Sagepstrand 
Japhet Santaro * 

Braeden Shosa 
Christopher Slay 
Jim Stephen 
Tim Treffert 
Scott Tresler 
Stephen Truman 
Jeremy Tyler 
Mike Vollmcr j 

Douglas Volpe 
Mike Westfall 
Matt Wiles 
Ricky Williams 
Allen Wiseman II 
Jackson Wood 
8mn.' Wnghl 
Tommy Yoder 

Write your name address and Member Number on 
the back of your photo The Arena challenges fea¬ 
tured in this issue must be received no later than 
September 10,1997 The top qualifiers will receive 


Destrehan, LA 
Norwalk, CT 
Manchester, Ml 
Silver Spring, MD 
Carlton, Ml 
Chula Visla, G\ 
Calgary, A8 
Batavia, IL 
Houma, LA 
Eden Prairie, MN 
Kent, WA 
Rclleville, NJ 
Shrewsbury, MA 
Lawrence, Ml 
Washington, NC 
Kegley, WV 
San Franciso, CA 
Ska nee. Ml 
Sioux City, IA 
North Attleboro, MA 
Atlanta, MI 
Strathmore, Afi 
Van Ruren, AR 


0.4B 33 W-: woirane 

0 49,18 Blake BloomquistMedford, OR 0 181 

0 49 97 Billy Horst Fountain, CO 0 IB 1 

0.51.91 Tom Kinneary Mojymville, NJ 0 1B.1 

□ 52,44 Jonathan Leung Edmonton, AB 013.1 

0.52.00 /Andre Newman White Plains, NY 018 1 

0.56 50 Adam Stewnrt Oietwynd, BC 018 1 

0:5712 Phil Richards Ajax, ON 01B.2 

0*57 39 Vincent Chijn Norlh York, ON 0 18 3 

6.57.56 Jeff Dolan Wakefield, MA 0,18 3 

8 56 09 Mark Eddie Arnprior, ON 018 3 

0^9 27 Cha5eJol®pn Kisbey, SK 0:1 B 3 

NateKmp Gypsum, CO 0.18 3 

fffiP Monlroy Duluth, GA 01B3 

Brandon Skewes Minneapolis, MN 0 18 3 
Joel Weik Wolcott, CT 0.18 3 

David Yoon Shawnee Mission, KS 0 18.3 

Jonathan Bucca 8eltsville, MD 0:18 4 

David Legendre Granby, PQ 0T8 4 

D McDermott Downmgtown, PA 0 18 4 

Christian Potvm Beau port, PQ 0 IK 4 

Kevin Stone Farmington, NY 0*1 B 4 

Daniel Field Diamond, OH 01RJJ 

Shane Garza Grand Haven, Mt 018 5 

Aaron Greene Marysville, WA 018-5 

Mark Sumner Raleigh, NC 0*18,5 

Raul Barba Anaheim, OX 0*13 6 

Ryan Rreyette Debary, FL 0186 

Evan Dub Fori Fairfield, ME 0186 

Jordan Kislear Washington, PA 018.6 

Justin Fuller Vanderhoof, BC 01B.7 


V SUPER MARIO 64 

Collected 151 Stars in Big Boo's Haunt! 

(Volume 92) 

irson Augustine .... Caldwell U> & 
anid Almeida Newark, NJ 

arry Brammer Brookfield, Wl 

colas Brozeau Courcdette, QC 

icffaeT Bur^e Kay side, NY 

att Burns London, ON 

lie Ricanie Maspeth, Ny 

rfcryCalder Phoenix, AZ 

ike Campbell Modesto, CA 

J. Chroms Waukesha, Wl 

iuI Curran Midlothian, IL 

itrick Dekelly North Chelmsford, MA 

ic Field La Crosse, Wl 

enry Franklin Portland, OR 

iatt Harris_ Moundsville, WV 

Super Power Stamps Include your N64 or Super NES 
in the photo of your high score Dim the lights and 
the n take a few photos without a flash If you re tak¬ 
ing a photo of a Game 8oy, place it on a flat surface 


Address entries to 
POWER PLAYERS'ARENA 
P0 BOX 97033 
REDMOND WA 98073-9733 


BryceHafakeyan 
Scott Hayden 
•ri n Johnson 
Antonio Javier 


mafotV* 

Wilmington,OH 
lake Worth, FL 
Fort Worth, TX 


ARENA 


AVGVST 


«UPER MARI® 64 

Collected Coins m Tick Took Clock! 

(Volume 95) 

Vincent Barton Los Fmsnos, TX 


NP 


WAVE RACE 64 
Scares* for -Dolphin P irk' 
(Vdlume 93) 

Christi inCh ’vez SahYsrdro, C\ 41,13 


MCMXCVII 



















as well as the impact of 
shots that hit you As for 
the game play, you must 
satisfy a numbe r of mission 
requirements such as tak¬ 
ing vital photos, blowing 


like the heroine, Natalya The number of mission goals 
depends on the skill level you choose In the top two 
level s-Secret Agent and 00 Agent-there's more to accomplish 
and the enemies arc smarter and deadlier For all of the excite¬ 
ment of the missions, GoldtnEye has an even hotter mode of 
play in store for you As a multi-player, hide-and shoot game, 
GoldenFye rules Many of the mission areas can become 
multi-player battlefields, and there are special areas that 


© Stunning realistic graphics Great gsme design for one or multiple 
players Good use of the Rumble Pak Excellent sound Lots qi bid¬ 
der codes. One of the best games we' vfc ever played 


I he quality cf the animation is so good that the death throes of 
victims may make players squeamish 




1 I to 4 plcyeis iliHullooeovily I ZO stages 
I Rumble PaktoropnllMe I 4 Going Saw riots 


m^MmmmrnA 


mTENDQ POWER 



























PI. 7 Ca'M 


Ckilltnj* 


I Ur 2 fi!iy^rssi«u[t«nM*ily 1 HVtfc Its 

1 KmiIiIi r«kumffltiMt I 3C«utsm 


C*l«ijoiy 

Arcade 


Play C«*tr#l 


II 200 Sieges 
1 Two Contralto option 


i 1 or 2 ployeis olleifiaiiog 

5 Controller Paluompatibla 


An orcode dossic comes to the N64. 


The original arcade 
Robotron was released 
back in 1984 and became 
an immediate hit because 
of its unique controls and 
frantic action Those 
qualities are preserved in 
Midway's N64 version of 
Robotron and, as you 
might expect, the graphics 
have been upgraded con¬ 
siderably The simple 
sprites of the original 
game have been replaced 
by 3-D robots and 

hostages The action, _ _ 

however, is just as fast 11111 ■■■' 1 

and wild as before In each of the 200 stages, you appear 
in the center of a large, square space craw’mg with 
human-hating robots and hostages Your job is lo wipe 
out the robots and save the hostages ll sounds simple, 

but the reality is that the 
robots track you, dosing in 
from their original posi 
tions You must keep on the 
move and react instantly to 
threats What makes the 
controls of Robotron so 
interesting is that you use 
the Control Stick and C 
Buttons for moving your character and your gun sepa¬ 
rately. The result is that you can run in one direction 
while firing in another 


Fast action 200levels Nostalgic 
© Unimpressive graphics. Limited strategies 


On or off-road, MRC tokes the checkered flag. 


Ocean's Multi Racing Championship may come from ! 
Imagmeer in Japan, but ihe rally racing format is universal 
Drivers select from one of ten vehicles including cars, dune 
buggies and even a four- 
by-four sport utility truck 
The variety helps you 
negotiate the many types 
of terrain you have to 
cover on the three cours¬ 
es, located at the seaside, 
m the mountains and in a 
town On each track, 
you 1 !I find short cuts (and long cuts! that branch off from the 
mam road Part of the strategy comes from knowing where 
you can pick up speed and knowing what car handles best 
given varying road conditions Those road conditions range 
from pavement and gravel to ice and puddles At one point, 
you can even drive through a waterfall Modes of play 
include Championship, 

Time Trial, Vs., and Match 
Race In the Match Race, 
you go one-on-one against 
a smart computer driver 
Best of all, MRC's play 
control gives you a sense 
of tight, road-hugging con 
irol and high speed, exactly 
the combination you want in an arcade-sty!e racing game MRC 
is the first dnving game to make use of the Rumble Pak, as well 
And if that isn't enough, you can customize courses by closing 
off or opening up different routes Don'l miss this month's 
Nintendo Power test dnve and our custom course designs thal 
you can challenge 


Good graphics Lets of road conditions Rumble Pak compatible 
Intuitive play control 

Only thrae tracks and none of thnm is all that long Sound is a 
bit tinny 
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Cst*3»rT 

Bowling 

Gr©M« 4 5^4 


Grrjifita 4 5««o4 


Ploy Comrtl 


Oldlerj, 


Q Ito 4Playersolleroaiirg | Teumansnls 
D Pas&vrords 


1 1 to 2 players simutlafleously I 6 Stages 
I 6 Modes «f Play 


G^llety* 


IfcnirlfM 


1 1t*2pkpFsilf*mttfi| 

1 Ml st«t Nckfif 

I tflftiry4«ckri rwwry 

K_ 

1 21 pbs2*K|HiKtaittMiu 


A new dimension in puzzle gomes. 

The Nintendo 64 has 
opened up new rea ms ot 
video gaming in the 
action, adventure and 
sports categories Now, 
with Tetnsphere from 
Nintendo (developed by 
H20) it's time to reveal a 
new level of puzzle play 

Tetnsphere takes the basic concepts of Tetris-type games 
and molds them into a true, VD puzzle experience In a 
nutshell, the idea is to strip away the layers of blocks that 
compose the sphere. You do that by dropping Tetris blocks 
on similarly shaped blocks on the surface of the sphere 
When you get to the core of the sphere, you win The six 
modes of play offer up a smorgasbord of variations includ¬ 
ing Rescue, VS and Hide- 
And-Seek Although the 
learning curve can be a b;t 
steep for Tetnsphere new¬ 
bies, once you get the hang 
of rotating the sphere and 
recognizing shapes, you'll 
never want to stop 
Suddenly, eating and sleep¬ 
ing don't seem quite so 
important and you can for¬ 
get about school or work 
You can begin your descent 
into ’etrisp’nere dementia 
by turning to Power's 
review in this issue 


© Good graphics and sound Very involving game play Lots of modes | 
© Difficult to figure out if you don't go through the training mode 


Super Bowling on the Super NES. 


How do you improve your game if you don't take up permanent 
residence at a bowling alley? You could try your hand at 
Brunswick Tournament of Champions from THQ, the second 
ever bowling game for the Super NES A.ong with the Brunswick 
license comes the right to use the names of real pro bowling 
tournaments and bowlers The heart of the game, however, is the 
bowling engine You can line up your approach and control the 
power and spin of your throw. Other options include choosing 
the weight of the bowling ball and the surface conditions of the 

alley As for modes of play, you 
can practice, play tournaments 
against computer operated pros 
or play against your fnends 
This month, you're invited to 
bow wrth the champions and 
learn their secrets for spares, 
strikes and turkeys 


Good range of bal’ control Pro bowlers to compete against 
Multi player alternating piny 

Irntating music and low sound effects volume. 


mirno power 
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Gome Boy goes to the Mojors. 

The first Ken Griffey Jr baseball 
game for the Super NES still 
stands out as one of the best 
video baseball games ever, 
even though it didn't include 
the names of real Major 
League players or their stats 

_ _All of that has been corrected 

with the new version of Ken 
Griffey Jr Presents MLB for Game Boy Along with the real 
names and numbers, Nintendo added a full stat tracking feature 
that lets you follow the stats of players throughout an entire sea 
son Don't miss the first pitch in this month's Griffey review 

Goad Game Boy graphics MLB and MLBPA licenses Full stat 
tracking Battery backud-up memory Trading 

Small outfield radar can be difficult to use No name editor as in 
ongmal Super NES game 
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Tetris ond more thon Tetris. 

The latest variation on the 
best puzzle game of all 
time adds just enough 
tweaks and improvements 
to make it a great addition 
to the libraries of Game 
Boy puzzle farts in nddi 
tion to the original Tetris, 

Tetris Plus includes four 

new modes of play. The new Puzzle Mode features The 
Professor-a little character who prefers to stand on the highest 
block on the screen while a spiked ceiling (or cutter) lowers 
from above. The idea is to clear the screen of Tetrads before 

iii | —| the ceiling reaches the 

Professor's eggish head If 
you think that sounds 
intense, (if not a bit grue¬ 
some) then wait until you 
play the two-player VS 
Mode in which you are try¬ 
ing to spike the other player's 
Professor You can provide a 
challenge for your friends in another way, as well In the Edit 
Mode, you can conceive and build cunning puzzles for your 
friends and save up to ten of them Combining the best oi the 
old and the new, Tetris Plus is a definite must For even more 
reasons to play, and some egg-headed tips on solving the puz¬ 
zle stages, drop in on this month's Nintendo Power review 
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Very involving Edit Meets allows you to ere eta puzzles Fun 
VS Mode 

Music not as good as in the anginal 
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If you like riie same types of games as our pro players, then check for his or her seal of approval 
Scott-Sports, Simulations, Adventures (ED Terry -RPGs, Simulations, Puzzles 


CB Henry-Fighting, Action, Sports 


Paul-Fighting, Sports, Simulations 


ffTfl Dan-Action, Adventure, Puzzles 


Leslie-RPGs, Simulations, Adventures 





Power Meier 

The Power Meter ratings 
are derived from pro eval¬ 
uations using a five point 
scale with five being the 
highest score possible for 
a category 



These Enturtimmeni Software R/tfinjis Board 
icons reflect appropriate ages for players To 
contact the ESRB rcgndinr the nting system, call 1 bOO 771-3772 

Kids lo R+R Teen FP??| Adcll 

Adults ly. (li+) ^21 n®+) 




Early 

Childhood 




Mature 

(17+) 


Games lhal wt re released prior to the 
commencement of tb> ratings system arc 
designated N-R 
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This month, Pak Watch covers 
the games and news from E3 
in Atlanta, where Nintendo 
once again gave the video 
gaming world a glimpse of 
the future. From N64 to 
Game Boy, Nintendo cov¬ 
ered all the bases and blew 
away the competition with 
quality, quantity and fun. 


C anker the squirrel uid hisfri ,‘nd Beni, thchipmunk, 
•ouv seem Tike cuddly forest tefugees from a Disney 
hawfc,' but in reality they arc hi-tech pioneers 
" »lortn, 5 r--w territories of game play. As both deveh 
*]Mf wot publisher for this exclusive N64 game. Rare 
doits a new fiat, ad But our foot, is on th. revolutior ry 
dualities of Contort Qufc. .The most remark ible tiling is that 
««• («<. Netues o* Hm i»m« respond to their surroundings like 

real people. Instead of 
mJM bv-1 vmg like aui.irrid- 

Tmjg Inns, which is 

r iiMf j you get vviiti most 

■ v ^ e ° VP** 1 * charac*? 

0 {crs/ ^° n ^ Lr an ^ ? err * 

curiosity, anger, hap- 
piness. They'll also 


t qnkers Quest may bt lhr »4, o**bft equivalent of Donkey 
Kong Country'? W ***phtrs. As for the game play. Conker and 

Bgrjd's qudl mdudes recovering more than 100 present that 
have hew stolen by a notorious gang of Woodland hoodlums. 
There are four woricb, acvmdHfanfti vehfcfcs in which Conker 
and Berri can ride, and numerous items, puzxlts* nUm and th* 
like. Movement and camera controls are bast'd Wt Ihf Super 
Mario 64 mndel. Play control was very smooth in the taHy D 
demo. Initially, Conker's Quest may seem a bit young, but whan 
Rare stakes its name and reputation on a game/ we tend to think 
that it will turn out to 
be an experience that " 
will appeal' to gamers ' 

Of all ages and abili- f 
ties. Proof of that will 

come in December 1 ^ 

when Rare hopes to ^ ,«r- 

launch this brave 1 J 
squirrel. | Jf' 


tyou should notice, such as items or baddies. The second most 
remarkable thing about this game may he the sound. Rare incor¬ 
porated surround sound so that players can hear the direction ot 
an approaching enemy or a distant waterfall. The background 
r ' mm music range* from a 


F gerous forest- in do«i 

Conker* Quest and 

. . --— Banjo4Ca20oie, the 

ifiiit# reflect the stale of current events. For instance, if 
suddenly threatened, you might hear a new bass part 
tiAta ant In hear It to believe it. Seeing is also believing 







gj •f' tovKer x nctar, you w jr& unor, b If _ 
world to s _h- Banjo-K izoo 
; t ^month's-13 Preview. Thnt first 
Hlp^demtape nd still irr . O ^ssentto 
URc. But .now, vv* *\ -r h id ch ju. . to 
fooietn pors/fi* w ^v- *wn I ^un 


xploring thjii woriacfitii wo Ad mfe? 
know ^fiout this gam^ls that it betui't 4 
6 . PI xy f p( tce-in i third-person, 
p* ;p.^ -tlyj,.;t04t4hilfeble camera rngfc 
•i^Gt pnst** nd yiV 4 £ ail^ 

jathapfjfe^viui tofl»|?^up« 


loot for 
e iMMt 


ffM, unlike Ufa <*UM rt 


* *ous flying, swimming, 
<mbmg, cunning, jumping, 
Ashing and nose-diving. 



J&A N 

"1 

l*yj 


Mi-',* 1 )! 

\* r> « 

■rJ^ * J Wf 

IM. y ^ 


puzz 

c p 

cuou:*ur j 

have to lot 

tefrtfo 

ts 

tin 

(U ts 
ds A 

. ^ 

mail 

MiJm 

s xi 
bo’s- 

mSk 


■5PCT p 

-H 

■Kf! r 



































Hh world-class games on display for the N64 from 
Nintendo, Rare, Acclaim > Midway, Konami, and many 
‘her publishers, the Electronic Entertainment Expo in 
— j Atlanta turned out 

* « • to be a huge 

V party. Within 

the vast 44,800 
square-foot space 
'Wz&l - EpBI of toe Nintendo 

Wim r* P booth, you could 

*V 4 ^ play Star Fox 64 • 

Arwing fighters 
"*th built-in 
Rumble Pak seats, 
pose as James 
th lux, pistol, and beautiful sidekicks, be one 


Mimb* Jtmb* w«l<am*ri players U tb Ntot»ftd« k**tk 



Mb ft > 6» people in. the world to taste the magic 

of Banjo-Kazooie and Conker's Quest, 
P rojlig Jfr pitch to Ken Griffey, Jr. from a virtual 

mound, .check out 
rlhl 1 a Lamborghini 
W XB Diablo or, maybe, 

for a change' of 
pace, wrestle a few stars from the 
WCW. Nintendo pulled out all the 
fS.tops to show their guests from the 
media > retail sector and the gaming 
industry some Southern hospitality. 

This month's Special E3 Pak Watch 
Report covers all the action and 
news for Nintendo players from the 
land of the rising peach 

0 mrmo power 


Mlihaloagelo's Mario io morbli 
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NINTENDO RULES AGAIN 

Quality p ivs, and Nintendo proved ft. In 
just nin* months sine* th* introduction of 
the N64, more thin 2,o million players 
hav£ joined tho nuxt 5 er. ^ration of 
Nintendo gaming. The instilL-d bas* of 
N64s has lon^ surpassed 4 the Saturn and 
nearly caught up to Playstation, 
though both those gam^ systems w;re 
wle sed in entire ihendof the N64. 
Th*; > ^aulf is that Nintendo now holds 
'mph -lhaif fifty p^rc^nf rtnre of the 
entire video gamr iijarltet, Iffcmks lo pla 
ers like you who know a good game when 
it smacks you in the face. And the good- 
times are just starting to roll. 

THE BIG N 

Nintendo's lineup contains some of the 
best games ever seen, such as Star Fox 64, 
GoldenEye 007 , Banjo-Kazooie and Major 
League Baseball Featuring Ken Griffey Jr. 
Players also tried out the wickedly chal¬ 



lenging Tetrisphore and saw video pre¬ 
views of Mr. Miyamoto's highly anticipat¬ 
ed Yoshi's Island 64, Zelda 64 and F-Zero 
64, which will probably be released in 
early 199B. Game Boy pocket's new color 
lineup will have the company of some. 



great new games, such as Wario Land 2, 
Ken Griffey Jr* Presents Major" League 
Baseball, Donkey Kong Land % Tetris Plus 
and James Bohd 007. You'll also find a ton 
of Game Boy Player's Choice games hit¬ 
ting- the stores, including Metroid II, Dr,. 


















November. Acclaim Iso recciv d plenty f in Francisco. Rush area of the Midway 
of acclaim for its futuristic ncing ^ame, booth, uni *^ you're -thockey fan andyoi 
Extrcme-G, This N6 speedster wts fir „ot ** dnnee to say hi to-the Great t)rj 
more advanced (hail the previous version Himself, in town to help promote tlte sec 

we had seen at Pak Watch. The tracks had - 

complete textures and special effects, not ln»p> «• going. 1' 

to mention scattered items and enemy 
hover bikes to shoot at with your laser 
cannons. Control was still a little loose. 

Development of Exireme-G is taking place 
in Great Britain at Probe Entertainment 
and, since it's their first N64 tide, M may 
take a little longer to complete than 
expected. Instead of being released in 
October as planned, we believe it will 
probably appear about a month later. 

Acclaim didn't show any other N64 
products at the *fcow, but their upcoming 
linkup is extensive, including: 

Condemned, NHL Breakaway '9B 
Forsaken;'Magic; the Gathering Coin-Op, 

Turok % Ultra Soccer, and WWF 6: The 
New Generation- Good looking PC ver¬ 
sions of Forsaken and WWF were on dis¬ 
play, but none of these games will appear 
for the N64 before 1998. If the quality of 
Turok, QB Club and Extremc-G is 
anything to go by, this lineup will be full 
of gems. 

THE KING OF COIN-OP 

Midway is the undisputed king of coin-op, 
the aristocrat of arcades, not to mention 
the duke of dunk. So it should come as no 
surprise that Midway's big announcement 
was a new hoop game called NBA 
Hardwood Heroes. Unlike the Jam and 
Hangtinitrseries Hardwood puts five 
players on each side for a true NBA sim. 

This game features all the players and 
teams, full seasons, multi-player mode, 
trades, custom players and a fast-action, 
behind-toe-basket perspective. 

For excitement, nothing beat out the 


Mario, and Donkey Kon^j Land. On the 
Sup jr NEs, more classics will ictum, such 
s Sup or Metroid and F-Z^ro along with 
two new arcade classics, Arkanoid and 
Space Invaders. Although the Nintendo 
64 Disk Drive didn't debut at E3 as was 
rumored, it will appear at Nintendo's big 
show this fall and should be released first 
in japan by spring of 199B, 


ACCLAIM ON A ROLL 

With the success of Turok: Dinosaur 
Hunter, Acclaim hasn't rested on its lau¬ 
rels. In fact, the next two games from 


Srett gets e posting grade Id OB Cleb '98. 


ond N64 hockey game bearing his name; 
The NHLPA & NHL Present Wayne 
Gretzky's 3-D Hockey '9B. 

For Mortal Kombat fans, the first sight 
of Mortal Kombat Mythologies: Sub-Zero, 
was the big event although meeting live 
characters from the MK series was a dose 
second. 

We also took a look at Quake, based on 
the smash PC hit from Id. This 3-D shoot¬ 
er features plenty of dungeons and dan¬ 
ger, but the graphics were early and 
unrepresentative at this stage. 


Duke Nukem 64, coming this December, 
boasts several new areas not seen in toe 
PC original, some new bosses and ene¬ 
mies, eight wicked weapons and a slight 
dressing up duo to Nintendo's rules con- 
ceming nudity. Of course, Duke Nukem is 
more about hamburger than cheesecake 
anyhow, and this game will probably 
score a Mature rating. It will also store 
with multiplayer gamers 9 

who take advantage of the 
four-player mode in which 
you can play competitively 
or cooperatively. 

Duke will make 

use of the V 

Rumble Pak, m.\ JJjf 
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E3 REPORT 

killed SURPRISES 

Top Gear Rally „ot plenty of attention at 
E3, which Is understandable *ince 'it it 
probably the prettiest racing gam* 


\v it 


W 


jltpriiiif hy —•ulifM? It f * sn t hs wy. | 

But Ktmco bad other surprise in store, 
as well. The video demo of Twisted Edge 
Snowboarding playing on a giant screen 
TV wins the award for most incredible 
graphics at the show. Boss Came 
Studios should be bronzed. Enough said. 
A final Kemco surprise came in the form 
of an unexpected demo tape of Knife 


jknife EJa«Ut» you Rowibo is outer apace. | 

fedge, a game in the world at Kemco in 
Japan using an artist in the U.K. This sci- 
fi game puts you in command of a plan¬ 
etary assault fighter that gets dropped 
by a space carrier. Stages are scrolling 
corridors as hi Star Fox 64, but the look 
i$ both alien and realistic. 

THE NEW THQ 

THQhas dropped the dot from its name 
and taken a vow of quality for their 
upcoming N64 games. WCW vs. NWO: 
World Tour is coming dong like gang- 
busters and even the real wrestlers are 
getting into the act. Several of the stars 
showed up at the Nintendo booth to 
challenge each other in a virtual, N64 
match, Tbe great thing about this game 
is that it's fun whether you like 
wrestling or not. We also learned that 


virtu *dly all of the moves, as improbable 
as they so m, ire aetunl moves used by 
the pros. This game*will drop in 
October or Nov mben THQ'a second 
game, ilso comin j from a Japanese 
develop**, w s much further along than 
we expected- Quest 6 (still a working 
title) now includes en^mies r spells, 
weapon 'attack* and widv open stretch¬ 
es of territory. Finally, THQ announced 
iliut h will crrale * On™ ~~y game 
based on The Lost World. 

TITUS MAXIMUS 

Being small isn't necessarily a bad thing. 
Titus, a French publisher and developer 
of games, is proving that oti the N64. 
Lamborghini 64 should be finished by 
this fall and made a surprise appearance 
at the show. (Titus was expected to 
show only video.) The one drivable 
track in Lamborghini was competitive 
compared to other N64 racing games 
and pretty realistic. Even more of a sur¬ 
prise was an early demo pak of Virtual 
Chess II. This chess game for the N64 
will feature multiple figure sets and an 
animated battle chess mode. The chess 
engine being used by Titus has bee it in 
development over the past seven tif 
eight years and has competed against 
ISM's Deep Slue on various formats. In 
fact, it once beat Deep Blue. As a 64 
Megabit game. Virtual Chess tl should 
also be priced right when it is released 
fa the new year. A very early demo of 
Superman for the N64 was shown by 
Titus also. The game, due out by the 
middle of '98, could be the first to accu- 


Soper Mo* will wolfhovsr Metropolis ?*'98 



ralely reflect the man of steel. You'll fly 
over Metropolis in a vast 3-D world, 
then zoom down to save citizens and 
foil evil plots. Your weapons will be any¬ 
thing at hand, say a bus or tree, while 
evil doers attack you with Kryptonite. 
Finally, we saw an early screen of Quest 
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for Camelot on Game 8oy^ The over- 
head adventure looks Zelda-ish, but it's 
still a long ways off and won't appear 
until the summer of '98. 

KONAMI JAMS 

NBA In The Zone '98 appeared only in 
PC form, but Glen Rice of the Hornets 
appeared in person to endorse the 
upcoming cage cart from Konami. 
(After touring the Konami booth, Glen 
headed over to Nintendo for some dog- 
fighting on Star Fox 64.) Surprisingly, 
Konami hopes to have this five-on-five 
hoopster in the bag by the end of the 
yean No definite date has been set for 
The Legend of the Mystical Ninja, 
known as Goemon "S in Japan, but 
Konami insiders say it will probably be 
early '98 with only a slight possibility of 
the title sneaking in under the '97 wire. 
Our first play test of the game made us 
want more. Besides the pretty graphics. 
Mystical Ninja gave us lots of freedom 
to move around, collect items and use 
different moves. Konami officially 
announced that it will release Nagano 
Winter Olympics '98 next January or 
February. Avery early demo of the game 
ran m the Konami booth. The game will 
include Olympic sports such as luge, 
bobsled, speed skating, freestyle skiing, 
snowboarding, and da jumptagi The 
sites for the events ore modeled In 3*D 
from the actual site* in Nagano, Japan. 
Wc have no new news on Dracula 3-D. 
The same tape first seen at the Tokyo 
Game Show was on display. Konami 
hopes to release the game in the first 
quarter of 1998. 
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realistic driving experience* Spealdng of 
Peering whtds, -we dropped by th* 
folk* at InterAct uid checked out 
je- —their lew line of licensed 

N64 controllers* The 
cOi ^ Makn pad* 
f ^ • V *port clear cates and 

| ’ Vi sturdy, metal control 

sticks,, and the Shark 
g also has an auto-fire 
button. Although 
slightly larger than the 
Miorh bytes, N64 Controller, 

both InterAct controllers felt good and 
rumbled like winners in our test flight 
on Star Fox 64. 

After months of hinting at several 
future games for the N64, Me O'River 
revealed that two games arc in develop- 
■ ment in addition to Aero 

_J Fighters Assault One is a rac** 

I ing game and the other a 
■ i /" c I realistic flight simulation. 

1 Paradi^n Entertainment is 
g| yjf J working on both of the new 
X M titles. As for companies that 
want m on the N64 playfest, 
reportedly Lego has several 
_ - £ projects m mind, Conceptual 
Realities' JungJellots may 
soon lav* a publisher. Maxis 
is planning on several Sim 
games to go along with the N64 Disk 
Drive version of SimCity, and Oce an's 
U.K. developer, DID, is working Oft sev¬ 
eral war sims under the family name. 
Electronic Battlefield of Tomorrow* 
Mindscape, once a Dream Team pub¬ 
lisher, dropped plans to produce 
Monster Dunk some time ago but now 
has decided to proceed 
with an N64 version j 
of Paperboy / 


iy Capcom, f mwmNW, so we just have to mission by fall. We also saw the PC ver- 

lie patient for awhile. Sion of Space Circus at Ocean. The 

No longer a rumor, Interplay's developers have taken a fresh approach 
Earthworm Jim 3 4 well underway. In to the graphics, mixing 5=0 worlds and 

H characters with a colorful, cartoonish 

style. A similar fresh approach was evi¬ 
dent in Ubi Soft's Tonic Trouble. This 
game also was shown in a PC demo. 
When we showed up for a peek, we had 
to wait behind a couple of guys from 
Japan, namely Mr. Miyamoto and Mr. 
Imamura of Nintendo Co. Ltd. F-1 
Pole Position, Ubi r s F-1 racer, 
was hooked up to sit-down 
units with steering 

Scotland, a company named Vis is wheel* for a more 

making Jim come to J 

to ^Fiomberm-'tn' 64, -..(Id gel. turned .| 









NP; Did you like tfa? English version? 

Imomuras It rated well with the-Mario Club, hut i didn't like 
the voice, of Bill the Etag. 

Miyamotos .Wt- liked the version with English voices and 
Japanese text best (laughs). 


THE GAME MASTERS 

Nintendo Power was privileged to spend several hours chatting 
with three of the most creative and influential game develop¬ 
ment pros in the business during E3. Shigeru Miyamoto {the pr«K 
ducer of Star Fox 64 and the father of the Mario and Zdda series, 
of games), Benimaru Itoh {comic artist and designer of the 
UarlhBound senes of games), and Takao lmamuia (the leadaftist 
on Star Fox 64) discussed their theories Of game development 
and experiences working on Nintendo games. 


HP; After today's Star Fox' 64 compeihion; who 
would you say is the best Star Fox playffi Mr. 
Miyamoto or Mr Imainum? 

Imomcro: I am the bist Star Fox placer in the 
world. Right now (laughs) 




S What's the best multiplayer strategy? 

Imsmurctf Hrst^ get thtf -ttpmsdike the bomb or 
laser upgrade. Then stay ^away-from the other play¬ 
ers and let them ‘damage each other. -Finally, 
swoop in and blast them out of the sky. Mr. Miyamoto just flies 
around the gdges arid gets hit (laughs). 



KPs Dh you plan on using the Rumble Pak with Many 
other games? 

KjSyuntOfOS Future games and older games, too. in Japan, 
we're reprogramming Wave Race 64 and Super Mario 64 to use 
the Rumble Pak. In Wave Race, you'll feel every wave slap 
against the jet ski. As for Mario, you should feel the vibrations 
in many places. I think most of niy games like Zelda 64 and 
Yoshi's Island 64 will make use of it 

IftoltS Well probably use it in Mother 3 (EarthBound 64) in the 
battle scenes. But we've wondered if it might make the 

controller too heavy since RPGs' take so 
long to play. 

NP: Why is the N64 such a huge success in 
North America and less of a success in japan? 
Itoh: There aren't enough RPGs.* I think 
they're waiting for games like Mother 3 and 
Pocket Monsters 64. It's also a matter of recog¬ 
nizable characters. Japanese players like to see 
the same heroes used and imitated over and 
over in games and comics. Since we make our 
own characters, like the animals in Star Fox, sometimes they're 
not as popular. 


NP: Is there anything special We should know about the Star 
Fox characters? 

IcnoittWrciS We named Falco after Carlo Lombardi, a special 
effects man in Hollywood. 

Miyamofct And Pigirw Dengar speaks in the Kansai dialect 
of Japan. In Kansai, people end their sentences with the word 


NP: What makes the games from the FAO group at Nintendo 
so special ? 

Imovnuro: Mr. Miyamoto's supervision. He doesn't involve 
himself with everything, but he knows when something should 
be done a certain way and he points that out. 

Mi yo mo to: We have 20 to 30 people devoted to every title 
and they each give 100% to that game. I think It's their total 

concentration on the project that 
makes a difference, especially in 
the final months of development. 
That sort of attention to small 
details is pretty rare. We also 
have a great programming group 
called SRD within EAD. This is a 
separate company of about 200 
people who work exclusively for 
Nintendo. They know the hard¬ 
ware inside and out 

NPS How do you balance iour 
duties inside EAD with the 
Dream Team projects a t outside 
developers like Angel Studios or 
Paradigm? 

Mlyantof ©? It's getting to be 
tough. 1 work with about 400 
people around the world on 


v/ dengar." So, it's sort of a Japanese joke. 
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more than a 
dozen projects 
at a time. That 
doesn't give me 
as much time 
to devote to 
title projects I 
want to spend 
time on,’ like 

Zetda 6 1 1 - Jitupatety, there are others *fho can hike some of the 
load off my shoulders. Mr. Sawano now oversees Mario Flint 64 
and all for N64 Disk Drive software except for Mr. Boll's 


Mother J. 


NP: When foe N64 Disk Drive is introduced in 1998, what will 
fee foe first game# tor if? 

Miytameue* SimCity., Mario Paint. Pocket Monsters and 


Mother 3; 


HP: Who is responsible for developing Pocket Monsters ? 
Miyamoto: A small group at EAD came up with the idea, 
and it's , been a huge success. There's even a Pocket Monster 
card game now, which is almost as big as Magic: The Gathering. 
Actually, the first Pocket Monster game for tire N64 won't be an 
RPG. instead, it will he more of an encyclopedia of monsters. 
The second Pocket Monster 04 title will be a new RPG. 


NP : How do you fed about inifudiog special codes in games 
for players to fiod? 

Miyamoto^ Originally, codes mfci found in action games, 
like the old Konami code. Most people get the codes from other 
players, so it's not really part of the game. I prefer for players to 
find things in the games for themselves. 1 think in foe future, on 
the N64 Disk Drive, we will be able to customize codes and 
secrets for different disks. It will be easy to have a thousand 
different codes, so all .players have something special in foeir 
own games. 

Bmamura* 1 like the idea of special codes that give players a 
little gift— something special. But only If it doesn't take a long 
time to program (laughs). 

NP: How will Mother 3 make use of the N64 Disk.Drive? 
Itoht The game will make use of foe writable disk in many 
ways. For instance, everything you do in foe game can influence 
foe outcome since the game can keep a record of virtually every 
step you take. Some of foe fun things we'd like to do include let¬ 
ting players customize the feces of characters. You'll be able to 
choose from many different feces, or maybe you could ** 
Mario Paint 64 to create your own face and put it on a Mattel 

3 Character. 

4 

NP : wfeat can you tell us about Super Mario RPC 64 and Super 
Mario 6 4 H? 

Miyamotos Super Mario RPG 64 has a team of about 20 
people working on it now and it should be done by the end of 
next year. We're just getting started on the second Super Mario 

64 gamo. 
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CHtCK OUT THE NEW GAME BOY POCKET, HANDY SMALLER 

size, Sharper screen. Plays all the Game Boy games. 
Six hot colors. Slap YOUR EYEBALLS ON IT TODAY. 







Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



